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SLIME BLASTERS 

A two player game that will 
also teach you how to program 

FOR THE ATARI ST 

VIDEO MASTER 

One of the first 'multimedia * 
programs on the ST 



MAKING MUSIC 

CD quality sampling with Replay 16 



f OR THE AMI CLASSIC 
TRANSDISK IV 

Solving problems with very long games 

KEYPRESS 

Print your own chart of those 
graphics characters 

FANCY A ROUND? 

A look at the golf games available 

SOME BASIC NOTES ... ON GRAPHICS 
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PLUS ... THE WORLD OF ST PD ... THE TIPSTER .„ SIX NEW XLXE GAMES REVIEWED ... MEGA MAGAZINE 



BRAND NEW 

XLIXE SOFTWARE ROM PAGE 6 



ENIGMATIX! 

A superb new arcade same which mil prove a challenge to even 
the most seasoned player. Control the bounce of a bait to jump 
onto various platforms and find the exit, picking up points on the 
way. Sounds easy? What if some of the blocks disappear after the 
first bounce? What if some of the blacks are urn-directional 
bouncing you buck the way you came? What if some blocks have 
to be used as lifts to reach inaccessible areas? Add to all that 
reverse control on some screens and $2 levels of increasing 
difficulty and you have a game that will challenge you to the limit. 
If you do manage to beat all 32 levels then the fun only just begins 
for there is a level editor to enable you to create whole new games 
of your own* 




★ 
★ 
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DISK ONLY Price £6.95 
HCLVSMLYFR0MPAGE6 

A BRAND NEW BRITISH GAME OF THE HIGHEST QUALITY 



Smooth horizontal and vertical 
scrolling 
Excellent music 
One or two players 
Access to any level already 
completed after every 4 levels 
Level editor to design your own 
games 



PAGE 0 is proud to be 
able to bring you these 
two superb new releases 
for the XL/XF, Titers are 
still a number of programs 
being released for the XU 
KB but we have always 
been extremely selective so 
you can be sure that new 
programs from PAGE 6 
are of the highest stan- 
dard. LNfGMATIX is the 
first major program from 
a British programmer for 
some time and we are 
proud to make it avail- 
able. 

To order these products 
use the order form en- 
closed with this issue or 
telephone your order to 
us on 0785 213928. We 
accept Visa, Master- 
Card and Switch 



A BRAND NEW XL/XE ROM CARTRIDGE! 

EXCLUSIVE TO PAGE 6! 





Yes, believe it or not, we have tracked down a brand 
new ROM CARTRIDGE for the XL/XE from Lindasoft t 
in Italy who have produced this in conjunction with 
Atari Italy. 

HYPNOTIC LAND is a version of the massive ST hit 
KLAX - a highly addictive, highly entertaining game that will challenge you to complete the first 
few levels and have you coming back far more - again and again! 

The aim in HYPNOTIC LAND is to redirect mineral elements in the form of coloured balls into the 
corresponding coloured cup at the end of a ramp. To do this you must place arrows on the ramp 
to redirect a bail into an adjacent column. Remember to only put green balls into the green cup 
and so on. It seems easy but once you have mastered the first level, some despicable monsters 
start to appear to try and steal the balls. You can shoot them with the joystick but don't forget you 
also have to keep one eye on the ramp! Sometimes special shining extra-balls will appear which 
can go in any cup and give bonus poinis. 

HYPNOTIC LAND requires skill, concentration and quick reflexes Can you manage it? 
Like all the great classics a simple concept that has provided the foundation for a stunning and 
addictive computer game 

HYPNOTIC LAND is on ROM CARTRIDGE and will run on alt XL/XE machines 

A BRAND NEW ROM for £12.95 
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SUBSCRIPTIONS 

Annual subscription rales (6 issues) 

UK £12.00 

Europe (Air Mail) ClS.OO 

Elsewhere {Surface) E15 00 

Elsewhere {Air Mail) £21.00 

Oversets rales rutted ority the dirfermce in postal costs 

NEW ATARI USER ON DISK 

A dish containing all of the 8-bir programs 
from each issue of NEW ATARI USER is 
available either separately or on subscrip- 
tion. Single price £2.95 per disk, Subscript 
lion rates fS Issues) 

UK £25,00 

Europe £32.00 

Elsewhere {sea) £32.00 

Elsewhere {Air} £42.00 

Please make cheques payable to PAGE 6 
PUBLISHING and send la the Editorial 
address shown below 

SUBMISSIONS 

PAGE 6 welcomes and encourages, its readers <o 
submit, articles, programs and reviews for pubh 
cation. Programs musi tre submitted on disk or 
cassette, anides should wherever possible bu 
submitted as text tiles on disk. We seek la en- 
courage your participation and do noi have stnct 
rules lor submissions. IF something interest you, 
write a program or article and submit it! 

AH original articles, programs and olher material 
in NEW ATARI USER is copyright at {he author 
as credited. All uncredited material is copyright 
PAGE 6 Unless containing ihe by-lir>e AH Flights 
Reserved' any material in NEW ATARI USER 
may be reproduced by User Groups and other 
non-profit making organisations provided that the 
author's name is included and PAGE 6 is credited 
as the ordinal publisher. Permission 1o publish 
elsewhere should be ohiained Irom PAGE S or 
the author. Edrtors ol newsletters reproducing 
malenal are requested lo send a copy of the 
relevant issue to the Ednanal address ol PAGE 
6. Whilst we take whatever sleps we can lo 
ensure the accuracy of articles and programs and 
1he contents ol advertisements PAGE 6 cannot 
be held liable for any errors or claims made by 
advertisers. 

ATARI fTM> is a registered trademark of ATARI 
CORP All references should be so noted. 
NEW ATAFI USER is an independent publication 
and has no connection wtlh Alan or with any othef 
company or publisher. 



The next issue of 
NEW ATARI USER 
will be on sale 27th May 
Editorial copy date is 19th April 
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Issue 61 
April/May 1993 

■The Magazine for 
the Dedicated Atari User' 

ISSN No- 0SSa-T7D5 

THE CREDITS 

All of the UMiaJ stuff la nn pafte 3 bul here arc 
the people who made this Issue possible 

Leg, Ellioghaxo did all the usual work In 
preparing this issue and is constantly 
amazed by the level of support thai Atari 
owners nive wtlh lots of ^>od articles and 
i>ii.i:r.iiiL> i:-. iV.is is^ui- .nit! in li'.e I «i" ' ' Al 
This rale the Atari 8 bit mtuht outlast the SP 

Sandy Lnolrcrd aJ'ler the .Heiicra] admin and 
various otber things at the office including 
chasing the adverts and now also docs the 
postman's Job hv taking all OUT niall to UK 
sorting office (ran you believe that Royal Mail 
charge £400 a year to rnllett the mail and 
lhal is ici atlclnlon W the [lost^H 

Paulette H ndrd Hi ihusI dI'Hic orders onsur 
ing that the post is ready to go out before the 
traffic- builds up jbut she keeps saying it to 
cold, no resistance these youngsters!) 

The Regular Contributors, who provide the 
backbone of the magazine and can generally 
l>e relied upon to come up with good articles 
and reviews, are .... 

John S DP visor John D*t1mjO Jr 
Jpbit Sweeney Paul Rfiort 

Damon Howarth Ian Finlayson 
Allan J - Palmer The Tipster 

All other c-onlnbutors for this Issue arc lr»4i- 
vlduallv credited alongside their articles nr prog- 
rams. Thanks lo everybody for sharing their en- 
Ihusiasm with other Atari users. 

This issue only three Ci>s rtatv accotnpanitfl 
the preparation and they will be worn out 
soon! Top of the list is REM who i have been a 
bit unsure of trt. the past- Thefr latest, Atitama- 
tic For llie People is. however, excellent con 
tainina much mare slower and rwlodtc tunes 
and suundinq, on one track at leant, like a 
KUiOO Vanities clone. Next up is JoanBaez 
whose new album got some rave reviews In 
the music press hut it is not much different to 
her past few albwns. I guess that what has 
made it better is some good PR /mm the re 
cord company , jtiwrttalists tend to lx' injlu- 
enced t)i{ tiie^e thinu* H\e third nnr iv yet 

again, Neil Young, which has been played 
notv for months on end. Must be good! Then? 
are several Others thoi .should have joined the 
list bat CD's ore now an wibelievable £13.99 
each (for non chart stuff} and SO I have to be 
selective, Thr tugaeat temptation at the mo- 
ment is ) 0,000 Maniacs. Maybe next time? 

The ncul issue of NEW ATARI USER CPidd 
feature YOUR article or program. 
SO SEND IT IN HOWS 



PMih a ittawt jam rhittjum cult dit wiik JtW Ami, MEN 
i t \KI I ShU has alwar* fittrt moled entirety wllh Atari 
rauipirtttttL initiate M 'he XI. hat morv tuith with a Mega 
ST and rttter Stuff, who needs It »t "ao. / tt li« tht 
rncptitM fifth* final output i'rt a l.inotrott and Ihe use of an 
in-kwie rtpro camera for the phttivy '« r "V- ( twrythriiS 
i\ dune «i« ihr ST. Hardware includes a .Ufjfl ST2 i \tp)>rfuird 
U 4UMW, WUi2S M*nul«f, Supra JH,W* Hard Uisk. m ■ I turi 
fMser Printer, t lthf if I Z-tO printer. Fhihpy < MM.i.t *i<imh,r. 
t.WXfl. rf"Jt drive, tdfi duk drhr. X-W inurfve, SEC 

Mil printer, frinopat tnfiwarr sited fa Prattit and Flft* 
Streel f tihlhaer O^iiuT wtiwars inrtxtdei hrrmil, inn- 
Tili. JarhA' ftasir and various custfttn vrillert programs tin 
tht KLtXB. Articles and pr.igram-, mMMM iw Xl - Xti dhky 
an- - uhierted tv it(rrn>u> vustom xritlett programs fitfurr 
MM *• <*• ST it* T ABIT A IM, AM mw* 

s,tiliiHr ii d»>\v -■it* rw*t and tW". art hut) »ut wtlh r tret 
Stmt Puhhthtr. A dhi » >■•>< >h. fiii^«f ;>w- «• '"'"'^•"ff 
file* a sent tn a Ivptsttting bureau tis t?r vtttfHtt an a LwMran 

and. I-, , L.JTM/lirrf pagu arc wnt ^n * exuettj m jm 

see litem. H nmt% tinr* wnrkl •*« thai is iefi is to df,*p tn the 
tiitini{s and ph<n*>*- 

WHY, It's itnJ quite as ffliT as ttwf trut yi>U set the idea. 



Every long term Atari 8-bit owner will know that very little new software 
is being produced for their machine, Thai's only lo be expected lor a 
machine whose manufacturer gave up the ghost Ion* ago but what Is. 
perhaps, more surprising is how quickly the same sort of situation Is developing 
with the ST, This issue we have, probably, the smallest ST coverage we have 
ever had and this is because the sLeady torrent of review software- of the pasl 
has now become Just a trickle with more and more of the major publishers 
ignoring the ST In their future plans. 
I AO-king through the software release schedules in the compuler trade maga 
zine CTW reveals that almost all the new releases are for the PC or the Amiga 
and this is ranfirmcd bv Ihc press packs given out by the major software 
publishers Looking through most oJ them will reveal only, perhaps, one new 
release due on the ST this year, whilst dozens are scheduled for the PC. One of 
the effects of this lack or interest tn the ST is that the major advances in 
software design are now concentrated on other machines and what new re- 
leases there are are overshadowed by the quality of product elsewhere. This is 
particularly prevalent in the realm of role playing games and adventures which 
have progressed steadily on the PC and all but disappeared on the ST. 
In the computer software industry it is Impossible lo forecast whal will be the 
next phenomenon because the Industry has only been around a dozen or so 
years. The big thin* at the moment is, or course, the games consoles where 
addicted youngsters are willing to pay between £40 and £70 for a single game. 
Do prices such as these ring any bells? Who would have believed that the 
computer world would come full circle with the 1990 s equivalents of the Atari 
2600 dominating sales and software production? 

What is sad about the current console dominated market is that many of the 
games for the Sega and Nintendo at £40 upwards are no more playable than 
dozens of similar games on the Atari XL/XE, Why is it though thai the majority 
of users of the best home computer ever made would not dream of paying these 
prices for software? It Is hard enough to sell a new game priced at under £10! 
Still the fad may not last and the consoles may go the same way as those early 
games only machines when users find that all they can do for something new is 
fork out another 50 quid! With an Atari XL/XE, on the other hand, you can 
come up with dozens of other uses, even write your own software lor nothing. 
Maybe that's why the 8 bit lives on and why those who abandon the B bit world 
seem lo sulTcr withdrawal symptoms. You would be surprised at the number of 
phone calls we get from folks who want lo replace 6-bit equipment they sold a 
year or two ago! 

Stay with LI, folks, there's more life In the old Atari than you might imaglnel 



RAILROAD TYCOON WINNERS 

The winner ot our competition last issue 
for a topy of Wlicroprose s HAILROAD 
TYCOON was S. Garner of Derbyshire. 
Mieraprosa also kindly donated a T-shirt 
for the runner up and this was. won by 
B. Walker of Bradford 



Coming Next Issue 

CROOKED HOUSE - a new 
game from Bill Halsall 

MULTILOAD - a neat way of 
autobooting your disks 
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DISK BONUS 



FLOWER GARDEN 




*#* i nui ii ' i i 'Mi •## 

we** pit t un? <zj -Print pjrtuf** 




by Anastasios Bonidis 

Flower Garden is a simple to use program ihat creates many beautilul 
symmetry designs lor you to save or print out All that is required is lor you 
lo enter Iwd simple parameters and the program will begin to design a 
picture based or these. You car stop the drawing at any point or allow the 
program to plot all available points. 

In order to speed up the drawing process the program uses a translator 
which speeds up the maths process When you boot the Bonus side o1 this 
issue's disk you will be presented with an XL'XE 10 40O/80O translator. Use 
ihe SELECT key to change the floating poinl routine to 'fast' and then press 
START which will load and run ihe program. 

Inilialiy you will be asked to enter two parameters. Simply enter any number 
you wish between 1 and 360 and walch the program create its first drawing. 
You may either wart until this drawing is completed or press Ihe OPTION 
key whereupon you will be presented with a menu of choices. 

Option 1 allows you to enter another two co-ordinates to begin a new 
drawing, 

Oplion 2 allows you to print the design on screen on a 1029 pnnler in a 
choice of four dillerent styles. 

Oplion 3 saves your design lo disk in vertical compressed Atari Touch 
Tablet {and Koala Pad) lornnat 

Oplion 4 guys ycu !h« opportunity lo kind prff-drnwn serins, Irani disk. 
Drives 1 and 8 (ramdisk) are supported in both load a^nd save options There 
are a number ol saved screens already on Ihe disk. 

Oplion 5 changes ihe colour contrast on screen so fart you can choose 
the most effective colours for your design. 

Oplion 6 animates Hie design by cycling colour registers and also plays 
one ol three available Christmas tunes. 

Anyone can have lun wrth Flower Garden but programmers may also find 
some of the routines used ol interest. The program is written in Basic and 
so can be listed and sections of the program modified or 'lifted lor different 
applications. Routines of mteresi may be the vertical compression saving 
routine (lines 93 to 101). vedical compression loading routine (line 101 and 
86 to 92}. moving border routine {Unes B0. 102. HO and 111). Ihe multi 
coloured Graphics 0 and 8 routines dines 111 and 114). Ihe 'indirect' 
Graphics 15 command al line 63 (especially useful lor 400/800 owners since 
Graphics 15 is not direclly supported by these machines) and Ihe Graphics 
8 screen dump routine (lines 112 and 121 to 141) which cam be modffied 
to suit other printers. 

Thanks and acknowledgements for many routines and ideas go to Jeff 
Bader's excellent book Basic Turbocharger, lo ANTIC magazine and various 
PAGE 6 library disks 



Flower Garden is the bonus on this issues disk which filso 
contains all of the other programs from this issue ready to run. 
There are also occasionally extra bonus programs on these 
disks. Disk subscribers will receive their disk with the maga- 
zine but others can purchase the disk separately for £2.95 by 
to PAGE 6, P.O, Box 54, Stafford, St 16 1DR Telephone 




MILES BETTER SOFTWARE 



In the beginning 

there was one retailer that provided 
the widest possible support of Atari 
computers 

Now ... 

that company is still supporting the 
Atari XLIXE with a wide range of 
cassettes 3 disks and ROM cartridges 

If you want software for your XL XE or 5T 
please phone or write ... we have far to 
much stock to list and we may have just 
the title you are looking for 



MILES BETTER SOFTWARE 

219/221 Cannock Road, Chadsmoor, 
Cannock, Staffordshire, WS11 2DD 

Telephone {0543) 466577/8/9 



GRALIN International 



Clearance Items XL/XE Disks New ROM? In Stock 

Actionl Runtime £8 00 Arcade FruH Machine .... £3.99 Ace of Ace* ,. uu .. JU . Jt ..£ 14.95 

ABlOrtl ToolU Sold Oul Aiylum £ 199 Caverns ol Mart £ S.9S 

Ccrw* sat anal F.-«nch. . £12.00 Blinds Sfcary ScnCol . £3.99 CfMStXr* (Light gun) £ 1*.* 

CofwerLaMtfial Spanish ..£12.00 Cavwnia £3.99 Dig Dug _ £5.99 

Dtwoaflwr £2,00 DtgiDRUM II £3.99 Donkay Kong £7.49 

DOSXE * Manual £7,00 Dnug £3,99 Pengo „ CM» 

Graphics Adve-Mure* . . £1 1 .00 Jochy Wilson's Dans Roooiwi; 2084 £ 5.99 

Jeepers Creepere £2.00 Chatanoe £3.99 Deluxe Invader* £4 95 

Maoniorinl Ik £1 1 .00 Juno First £3.99 Standard Pric* HOMs 

Maxwell De^or-, .■ Memory Kenny Dalglish Sw» Archon „ £5.95 

Mania £2.00 Manager £3 99 Asieroidt f 5.99 

upo-ade ..£26.00 Las Vegas Casing £3.99 Barnard MMHf £5 95 

MEG66 mam upgrade £24.00 Maltese Chicken £3.99 {RftquirftE Lignlgun) 

; JOg'atfei requite marrwY ffifXr M icosofl BASIC £S.99 Dark Charnbere . .. ., £ 9 95 

Mis&ion Asteroids £2.00 Mirax Force £3.99 David's Midnight Mag,ic f 5.95 

N.V.C £2.50 Mr Robot and his- Robot Defender £6.99 

Prjn N'Rockar ....£7.D0 Factory... £3.99 Demo Canndga £15.00 

HAM HOD x|_2 £8,oo Nm|a Commando , £399 (F S llf JouiwUs.. P ACMatV 

Rossn Brigade £2.50 Solar Slar £3.99 One On On* - He Manuals) 

SaaBandi £2.50 Speed Ace £3.99 Deeert Falcon £5.95 

Serponlme £2.00 Si** Uf> £3 99 0w>gnWj Pencil £196 

SpaiEaDtiE. Con Set . . Sold Out Tapper £3.99 Donkey Kong Jm £ 9.95 

3p*1iDe» Toolkit ...,.£8.00 U(y»»» and the Golden Final legwy £9.95 

Spam Spectacular £4.00 Fleece £5.99 Food Fight £ 5.95 

Stella Shutik £2.00 WoHd Soccer ....£3.99 Gaiajiian £5.95 

Text Apertures £8.00 Zybex _ £3.99 Gato £9.95 

Tim#wis« .£2,50 Wiw permit*. p<m* Jungle Hunt ....,.,£11,95 

Your Atari C0r*H **Y4 £10.00 uwinajw 6Ui Kabooml ....£2 96 

Pt4t**r\ot* mti*V m rtovtrwni ~ ^„ . , _ _ ^ Lode Runner £5.95 

*ft *t ftriw to&r *f* on'y w>rne and 1 me*t us at me M aslBf Typ6 £ 3 95 

tvtfM* en t tot ctm txmt Lon gleal HadiO Rally M issile Command £ * .95 

27th June. t903 Moon Parrol £5.95 

S g-S Qralin Products SCllZJlS 

^PR^C to RS2K £6.00 InlsriKe 4 Po + P«riiort f 5,95 

5IQ Cable _ £5.00 \f l9M[artn Q999 Rescue On FraciiliAl „ £ 5.95 

nihar P roducts Dgi&U'n II £3.99 Return ol rht Jedi .. ... ,. .. £ 9.95 

1 si X LENT Word Gun*« Board ETB* R, m £ 3 95 

PbbSw (3iM MIDlMaBtorll £29* Slaf Rariars £6.99 

MMftMPMti Pinter Hepi^ Soon* S-mplinB 5i Ratder* ll £5.95 

Iritrht* nils SyBtem £34.95 Super Breakoui £5.95 

PwGMtanw cT& w Sup^VideoXL Kt., £7.95 (fequ, m pUMI 

irsr'^^^s^zS srss? v;i 

mtw manupi ....,..„ li v-w xfrjrmer Imarface £i9.95 gaauirn Front (1941 r £4,95 

Ordering (nlormalmn F idh; Nwhi , .... £ 4.90 

PAP:DK-£1.S0. EOC-£2.50% 10* value ot poods. Min £S.t». HardbalT £4.95 

WorB-E&.OO t value ol order. Min £8.75. iousi £9.A5 

Cheques, ■' PCs / iMOs payable to Gralin tnlematonal. Millipede £9.95 

P-ieas-a all orders. 10: Grahn JnlarnationaJ. Dept. P&t. 11 One- On-One BasKatbaiE 4.95 

§hilllto Road, Parkw&ne. Po?l#. Dorw. BH12 Rally Speed*ay £4.95 

y least) ii ikj* 2& days for delivery. ftaalsoons F ootHll ... £ 4 95 

p rices vald from 20th Mar, 1993 and supersede all previously TennH- £4,95 

published prices. Ail prices correct a1 lime of going 10 press. 

P\tm t#4 2i ?4p tunc* tat cm catjlpgu* win Ml CFBduct dwoTflriri 
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Allan J Palmer 
sits in the hot seat 
at the sorting office 
awaiting your 
letters on all things 
Atari - get writing! 

Send your letters to 

MAILBAG 
Page 6 Publishing 
P.O. Box 54 
STAFFORD 
ST16 1DR 



Welcome lo my second Mail- 
bag column. Tim trickle of 
new letters has begun to 
grow, but I look jonuard to 
more arriving and plenty oj 
feedback on those pub- 
lished. In the meantime, 
here's another selection from 
the Page 6 sorting office ... 

Allan Palmer. Mailbag Editor 



CONGRATULATIONS 

With PAGE ft reaching lis Truth Annive- 
rsary, the most recent batch of mail has 
included a number ol congratulatory mes- 
sages, inrluding this from Leslie Benson of 
HyLhc, Kcnti 

"At Hingley Hall I was lucky enough to 
obtain copies of the first twelve issues and 
con appreciate (fie gradual advance, not 
only in quality hut also in the knowledge 
and experience of all concerned. Way back 
In }9&1 I had never heard of Atari and it 
teas .Mvvmi' \feui.s later ll\ni i obtained my 
first CiQQXLand becanw acquainted with 
PAGE G. Since then i have looki*d forward 
to the new issue every two months/' 

I HARDWARE ADVICE 
WANTED 

Congratulations were also included in a 
letter from Mr. F Fry oi London 

"/ am writing to let you know how much I 
enjoy your magazine which I haw 1 been 
reading since issue 44 (June /July 1990). In 
Mai) of 1990 I was given a defunct 6'5XE 
which was about to be cn.sf out as scrap so 
I- rescued it to attempt to salvage it." 
After cleaning and reassembling the 
j nice -stained and biscuit crumb covered 
console. Mr. Fry found himsell with a 
' working Atari G5XE and then realised he 
needed additional hardware and software 
to create a fully usable system. Like many 
others, he discovered thai the Atari Classic 
is not a machine with support in any high 
street or even specialist shop. Then he 
iound New Atari User, 
"...and was agrwHxbly surprised to find a 
number oj r adverts Jar the support of the 
8 bit scene. My setup now consists of65XE 
computer, XC12 recorder, 1050 disk driue 
and i 027 printer. I am still only a novice at 
the computing game and still need lots of 
help as I propose to purchase a colour 
monitor and another printer in the near 
future. I wonder if same kind reader wl\o 
just happens to he a hardware genius 
would like to write an article for the mag 
suggesting suitable monitors and printers 
to extend my existing system a brief ex- 
planation of the terms ANALOG RGB. EGA/ 
CGA, VGA as used in reference to monitor* 
WOUld be appn*ciated." 
An article on printers has already 
appeared I surest you se e if Patfe 6 Mill 
have copies of issue 33 which included a 
comprehensive feature on The Printer 
Jungle'. If you refer to issue 48, you'll find 



a review of the Citizen I20D printer. When 
it comes to monitors that's another story 
which doesn't seem hi hm r hern explored 
In print to any great extent, so this Issue s 
first challenge In readers is what muni 
tors do you use /recommend for an Atari 
Classic system? 

WORD PROCESSING 

The art icle about printers mentioned 
above should also help Diane Hcycs of 
liury. Lanes who wrote: 

"f would like to use my SOOXL for utord 
processing. I have AtariWrlter Plus soft- 
ware and an old hroken 1027 printer. What 
f am wondering is whether there are any 
printers available to buy new? Would it be 
a good idea to buy new word processltig 
software if the printer Is quite advanced'?' 

Just to highlight the main points to con- 
sider - any new non-Atari printer will re- 
quire an interface to connect it to your 
Atari computer. The interface that seems 
iinr-1 available in I ] lc nmnirnl is (he MU 
roPrini Interlace from Oral in International 
or Derek Fern. Atari Writer Plus, by all re- 
ports, >s a comprehensive package which 
includes a custom printer driver create 
facility so you should lind no need to con- 
sider a new udi i! processor. 



USER GROUPS 

It's a pity that there don't appear lo more 
local Atari User Groups - in their heyday 
these were great places for answering the 
sort of questions posed by Mr. Fry and 
Diane above. Maybe there are more Atari 
User Groups than we think? M Lathbury 
ol I H Ueectnvood CreseciU. AmLngtoTiu 
Tamworlh, Stall's 1377 3JH advises that: 

I am currently putting together a list of 
any 8-bit User Groups in Britain or else 
where for that matter, and would like It 
very much if any User Group reading this 
uxjuld send me information concerning 
where their group is based, the name of the 
group, the address to write to Jut more 
lnforn\ation. whether thetf have a PD lib 
rary> etc. So if there are any User Groups 
out there please, please, please reply and 
help keep the Atari Clusslc olivet 

[fs been a while since NAU Included a 
User Group list. Best of luck with this 
project* and In the meantime, have you 
contacted NoSALJG (see issue 591 or 
TWAUG (see issue 60)? If you have any 
success, dun "1 keep Ihc inhumation lo 
yourself - publicise itT 
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LOAD FAILURES 

A local User Group would be an ideal 
plac e lo help Richard Millan of Hawick. 
ScoLland who has been having problems 
with some commercial Raines: 

1 have an Atari 65XE (kimes system. 
Whri] ( first got it. 1 bought Ninja. Spell 
bound'. KikStarf. One Man & His Droid' 
and 'Domain of the Urtdead'. Tliey won't 
load! All my other games do. Can you help 
me?' 

Unfortunately. It's difficult lo diagnose :i 
problem thai is only described as "they 
won't load" - if you have a problem, it's 
helpful to describe the circumstances as 
fully as possible. Have you disabled BASIC 
by holding down the Option key while 
loading the game? Have the tapes been 
rewound too far leaving too much leader 
before the game loading point? Which 
games do load on your system? Is there 
someone out there who would like to write 
:i piece mm ffjimr loading problems and 
their cure? 

WHO DARES? 

From the land of 'Neighbours' and 'Home 
& Away 1 . John Stceyk writes from Victoria, 
Australia about another game problem - 
this lime the problem is unavailability: 

7 am a fan of the 8 bit Atari and Doctor 
Who. I have read in the Australian Doctor 
Who j(ffl club newsletter about a new com 
putergame called "Dalek Attack" produced 
by Alteniuiiw Software. Apjxveutlij 'Dalek t 
Attack" is being released Jot IBM. C64. 
Spectrum, Arnstrad and Amiga, Trie 16 bit 
version costs £16.99 and the fi-hii uerston 
£7.99. No mention is made if a version for 
the Atari Classic is fanned for release. As 
Alternative Software have supported Atari 
8 btt in the pasl. I urge eiteryone interested 
in this sofhvare to write to them promising 
to purchase a copy," 

Is l his (he same Alternative Software who 
announced a 'Postman Pal" [another UBC 
star) game for the Atari Classic [see Issues 
35 & 44)? Did that flame ever materialise? 
To be honest, I doubt very much that any 
software house in Lhe UK will eon vert a 
game to the Atari Classic. Our best hope Is 
a clone from one of the European software 
producers like Ke-5oft. In a way, lhe Atari 
Classic is a bit like the good Doctor who 
hasn't had any new television episodes for 
quite a while now ... I hope you enjoyed 
The Complete Doctor Who' disk 178 In the 
l N age 6 PD Library. 

ALL AT C ? 

So far, I've managed some sort of link 
between the letters in this column; now 
how do I link the previous letter with this 
one? Ah yes. the Seventh Doctor had a 



companion named Ace, and the subject of 
this nexl letter Is u Ace C ... John Young of 
Banbury, Oxon has this complain I: 

The Public Domain C compiler Ace C 
was reviewed in the April/ May 1992 issue 
of New Atari User, and as a slightly frus- 
trated user Of 'Deep Bine C\ and on the 
basis of the article. I bought 'Ace C from 
Page 6's PD Libranj. Upon casual scrutiny, 
the compiler appears to work, compiling the 
sample progrums successfully, much faster 
than 'Deep Blue C would. However, 
whenever 1 try to compile any of my prog 
rams (which worked fine with DBCK the 
compiler crashes, despite all the required 
changes specified in the documentation 
having been made. Even the famous Hello 
world!' program causes a crash. A further, 
although slightly more forgivable, bug is 
that when run wider a modified DOS 2.5. 
the compiler loiks up without corn promp- 
ting for a filename. 

Unless I hai>e a corrupted copy, the prog- 
ram does not work, and 1 would recom- 
mend that no one has anything to do with 
it. I think my experience shows that Mr. 
Blake, the author of the review. d\d not 
utlempt to write a program with 'Ace C but 
at most played with the sample, gettirig 
most of the material for the piece from the 
supplied documentation. It is also worrying 
how sucf\ obviously unnoted material got 

into general distribution. " 
This is something lhal I would like some 
feedback on. 'Ace C Is not a new product - 
it features in other PD Libraries world- 
wide. So. docs it work or nut? Are there 
some other Atari Classic C programmers 
out there who can give us more in form a - 
I ion? 

tf GOOD OLD INDEX, 
YOU CAN'T BEAT IT. " 

(Sherlock Hotmes The Sussex Vampire'} 

Another complaint, but not so drastic, 
comes from a reader In London SW17 who 
wishes to remain anonymous: 

"I managed to get myself a daisy wheel 
printer and erijoyed connecting it up to the 
fi-bit. I have the 850 interface, so no prob- 
lem using a lead from that, but a longer 
lead was needed to site the printer. I re 
member reading an article in New Atari 
User mentioning the configurations of the 
lead so you could make your own. Could I 
find this article in the contents pag<?s of the 
magazine ... no way! 

t also subscribe to a mtmher of other maga 
xines. At the end of each year (or volume), 
they seem to publish an index of the con- 
tents. How about it Page 6? 
I must add ttiat it gav? me the opportunity 
to reread some urticles while searching for 
the information, so I mustn't grumble too 
much ..." 

Back In 1985, reader Peter de Bode com- 



piled an Index to issues 1-12. which Les 
made available for a SAE, 1 think, Howev- 
er, issues 13 on seem to have gone un- 
indcxed. This seems like another good 
challenge to New Atari User readers - has 
anyone compiled their own Page 6/NAU 
index? II you have or plan lo, (perhaps 
using a database like 'Home Piling Mana- 
ger'. 'Diskhase\ "Data-X\ 'EasyFind or 
other programs), why not submit it for 
inclusion in the magazine or on disk? 
In case our correspondent didn't find it, or 
someone else Is looking lor It, the article in 
question appeared in Issue 55 (page 19) 
and it was Inadvertently omitted from the 
Contents page. 

SPARTADOS 

An index to the maga/im- wimld make my 
life easier to answer questions like the fol- 
lowing from Denise Ward of Torbay - that's 
Torbay in Auckland, New /Zealand, which 
must be the furthest point from Stafford 
that an Alari Classic and New Atari User 
magazine can be found: 

Could you please inform me whether 
there have been any articles written on 
SpartaDos before issue 53. as that's wiien 
1 discovered Neic Atari lis<r. if not ate there 
likely to be any m the near future?" 

The only SpartaDos related articles I 
Could find are: SpartaDos Construction 
Set /U.S. Doubler review (issue 32) and 
SpartaDos X review (issue 37). You could 
also cheek the PD Library for the 9 Sparta- 
Dos Utility disks. I ll leave It to the Editor 
to let us know if any articles arc planned 
lor the future - is this a subject that others 
would like to see covered in more detail? 
Any volunteers to write an article? 

HOW DO YOU USE AN 
UPGRADE? 

Denise also mentioned her fellow Kiwi. 
Bob Reynolds In her letter, and two days 
later, the liillnwing arrived from E*oh 
Reynolds from 6 Filzwilliam Drive, torbay, 
Auckland, New Zealand: 

7 recently installed the XW20K ujxjrudc 
by Scott Peter sot\ from Page (j 1*1) disk 
l)Si>:'}. and the completed unit seems to he 
the same as before. 77 re only anomaly is 
that PHI NT FREfOI reads 3633S. and I can 
not find any way of recognising the extra 
fiAM to see if it works. Any help would be 
apprt rimed." 

I think if you revisit the documentation 
flics on disk DS55 you'll imd 1 1 1 1 urination 
about accessing the extra memory - try 
looking at the file describing the 800XL 
256K upgrade, the principle of extra banks 
of memory remains the same on both the 
upgraded XL and XK machine 's. The whole 
320K is not available in one piece - beyond 
the 'standard' 64K, the extra memory is 
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switched in and oul in 16K banks. In Fact. 
David Man love's a nicies uri Bank Switch- 
ing in NAU issues 59 and 60 may also 
point you In the right direction. The best 
article on the subject Is probably Tim Pat- 
rtcks 'SmartRAM 2.5 in the September 
1989 Issue of ANTIC (vol. 8 /no 5) this 
describes and provides a program that 
provides a super RAMdlsk. no matter what 
memory upgrade is Installed. How about 
some input from anyone else who has up- 
graded their Alari Classic giving us a tuto- 
rial on how you can use this extra memory 
for multiple large RAMdisks and the like? 



HUNT THE PROGRAM 

From Belgium, Freddy van den Hcijning 
enquires about a particular program: 

"l want to ask if somebody can tell me 
more about the program MANAGER 3003. I 
think it was written by a Dutchman" 

When I firsl pulled your letter out of the 
sack, I hadn't heard of this program ■ but 
shortly afterwards I received a copy of 
issue 4 of FUTURA disk magazine (£1 95 
from Stuart Murray. NoSAUG, 7 ! Walker 
Road, Terry. Aberdeen ABI 3DL, Scotland) 
that disk includes MANAGER- 3003 which 
is described as "' ... a very powerful data- 
base program which allows alphabetical 
storage.' Print options are available J or 
Epson compatible printers. If you have an 
Atari 1029 printer. FUTURA issue 4 also 
contains a utility to print MANAGER-3003 
lists on that printer. 

Freddy Is also looking for fellow Atarians 
on the Continent: 

"I would like to know if there is a User 
Group in Belgium or the Netherlands. If 
there is not, I would ask users from Bel 
gium or the Netherlands to write me if they 
are interested in starting one." 

Freddy s address is ; Veldstraat 13a, 
2331 Weelde. Belgium, 

Lastly, Freddy requested some help In 
beginning machine code programming. 
Hopefully. Daniel Lea's 'First Steps' series 
which began in issue 57 is providing yon 
with a good starting point, Freddy. 



XE MIDI MUSIC 

Syd Beaurhamp from Crawley. West Sus- 
sex thanks Les and his Team for an excel- 
lent magazine and then adds a few notes 
(sorry, unintended pun!) about the Clas- 
sic's musical capabilities: 

"I like music - although I cannot read off 
the stave and play at the same time. It's 
fun to experiment using the KiOXE in con 
junction with MidiMaster and a Casio CZ1 
Synth. !t may be of interest to other readers 
that Page 6 PD disk Music of Ameriea jlles 
work with MidiMaster using 'A PLAY". This 
may already he a known fact hut lean t 




recall seeing ii published in New Atari User. 
Using the Casio, which is a multitimbral 
synih and selecting BRASS' it sounds quite 
effective some play better than others, but 
the march. "Washington Past\ seems to be 
the best. I have all the other music file 
disks In the Page 6 Library - some work 
better than others. As these were designed 
for the POKEY sound chip built into the 
Atari Classic, it is to be expected thai some 
do not work very ti>eU with MidiMaster." 
Thanks for the information, Syd. The 
Atari Classic music scene was briefly 
touched on in the early instalments of 
John S Davidson's articles. Would anyone 
like to contribute more on what can be 
done with Midi and synthesizers or the 
8- bits? 



FROM XE TO ST 

Den Baverstock of Brighton, East Sussex, 
has had problems In porting word proces- 
sor text files from his Atari Classic to his 

ST; 

"Perhaps someone could help me with a 

Slk}!\: >■;> >!.u \1:>:H f I'm- i.'r'r/.! f, 1 !. i 1 .' fjJl.sf* 
of my TextProjlles to my STE. Having made 
up a Null JVfort>m cable with the following 
connections:- 



pin 2 
pin 3 
pist 4 
pin 5 
pin 7 
pin 20 



to 
to 

to 
to 
to 
to 



850 
pin 4 
pin 3 
pin 8 
pin 7 
pin 5 
i,6 



I find that using DTennon the l3QXEand 
UnCTerm on the STE transfer will only take 
place from the STE which is not much use. 
Vie fact that my two computer set ups are 
on opposite sides of the room means that I 
have to use a long lead (3 metres) - 
obviously not a standard length. I would 
wry much like to obtain a communication 
program like UntTerm for the 130XE which 
has the provision for toggling autoprint (/BJ. 
Does Kermit have this function?" 

WeVe also had correspondence from 
Daniel Baverstock (Den s son) who has In- 
herited the 130XE from his dad judging by 
the letter. Daniel Is hopeful that the sup- 
port for the Atari Classic that is strong on 
the Continent, as described by Derek Fem 
in his review of Dusseldorf "92' in issue 
58, spills over inlo the UK. Perhaps with 
ihc 'Single European Market' of 1 993, this 
could become more of a reality'? Daniel is 
one of the many frustrated Atarians who 
wonders why many games on the C64 or 
other ft- bits weren't converted to the Atari 
Classic utilising its full capabilities. 




Tom Ralphs of I^t iirh. Lancashire has an 
interesting suggestion for all games 
writers: 

There is one thing that I ivould like to 
encourage, and that is for all programmers 
who submit games to New Atari User (and 
to other magazines and PD outlets) to write 
a Hall of Fame routine which sat>es high 
scores to disk. I believe thai all games 
should save at least the top ten high scores 
to disk and I have determined that I am not 
going to buy any more that do not do this r 
Also I think that your game reviewers 
should give us this information when theg 
review games. You have publisheii many 
games, particularly by Bill Halsatl which 
WOuid have been greatly improved and 
would have been more addictive with a 
high score save. 1 liave done this myself 
with the HASfC games you have published, 
but I cannot program in machine code so I 
am unable to add a high score save to 
these games." 

I agree with your view thai the addition nf 
a Hall of Fame feature does make games 
more addictive - giving you a record of 
what score to aim for on the next occasion 
you boot the program, However, there are 
many excellent games which you will dep- 
rive yourself of if you restrict yourself to 
only those with that facility. You say 
youVe modified BASIC games to accommo- 
date this feature - have you developed a 
generic routine to accomplish this? Is it 
something you could contribute to the 
pages of New Atari User? Perhaps someone 
else will provide a similar routine for incor- 
porating in machine code games? Natural- 
ly any rouUne should cater for cassette 
users who would not have a save to disk' 
facility ... 

Thanks for your thoughts Tom. what do 
others think? 



SUPPORT YOUR LOCAL 
SOFTWARE HOUSE 

Paul Harley from High Wycombe. Bucks, 
is another games player who has these 
observations: 

"I recently wrote to Zeppelin Games con- 
gratulating them far their Atari 8-bit games 
and askii^g about new releases, Unfortun 
ately, they informed me that if the market 
for the Alari 8 bit did not pick up then they 
n-ould not be producing any more software 
for the Atari. They stated that the sales for 
the 8-bit are less than the uctual cost of 
wrUing niut producing lire game. On rfiz.s 
sat I Jin/* 1 , S urge people to buy Zeppelin's 
existing games and to show support for 
any new releases. " 

What more is there to say? 
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TAPES TO DISK 

Another keen garneplayer is Martin Hps 
wick from Leeds: 

"I have been an Atari owner for over nine 
years, but tl&ve only flud my ijtterest re- 
kindled since discoloring mail order, (su 
perb idea., hut heavy on the Visa card) hut I 
can'l hold my frustration at the number of 
apparently great British games available, 
but only on tape ft makes me cringe every 
time I open a copy of New Atari User and 
see loads of games (including a few old 
American ones) that are untouchable for 
disk drive owning me. Is it not possible thai 
Mastertronic and other budget companies 
convert set feral of these game to disk, even 
if to be sold through mail order dealers? 
After all, who ivuld complain about spend- 
ing £4 to £5 for a particularly good commer- 
cial game on disk?" 

Has. anybody Mad any correspondence 
with Masterlronic or other companies on 
this subject? Are (here any particularly 
reasons why there aren't budget disk re- 
leases? Is the main problem the relative 
llimsiness of such a product? In the mean- 
time, have you considered purchasing the 
Transdisk IV utility from the Page 6 
Accessory Shop? - OK, you'll need a cas- 
sette recorder as well, but ... ? If you have 
a cassette recorder, another venue to con- 
sider is the range of Turbo-load' high 
speed la pes available from Derek Fern's 
Micro Discount. 



DISKS AND DOS 

The menlion of TransDIsk" above leads 
on [a ihis K l I t r from t" Andrews oflxin- 
don, WC2r 

7s thine a utility that enables you to con- 
vert TransDisk' .OR J files to (standard) 
DOS .OBJ files? Also is there a utility that 
enabU's you to convert from TransPac' Boot 
discs to binary (DOSf files? 

Did you know that if you are using DOS 
2.5 or any other Enhanced Density DOS. 
when using options C (Copy File} or O (Du 
plicate File), if you are copying or duplicat- 
ing files that go beyond sector 707 you will 
notice either an error message or the <...> 
characters on either side ofthe file(s) in 
excess of sector 707. 1 imdersfurid Afori 
wanted compatibility with DOS 2.0. hut 
surely they could fame come up with afbC?" 

Has anybody had experience of the sort of 
utility Mr. Andrews is enquiring about? A 
possible program MAY he 'F1LE2DOS' 
found on TUTURA' Disk 3 from Stuart 
Murray of the North of Scotland Atari User 
Group (NoSAUG 71 WaJker Road, Torry, 
Aberdeen AH I :*IJL. Scotland) or fro til the 
Page 6 PD Library. Can anyone confirm 
this? 

I'm afraid 1 don't understand what point 
you're trying to make about DOS 2.5 - 



Atari (and Bill Wilkinson) made DOS 2.5 
as compatible as possible with DOS 2.0. A 
DOS 2.0 formatted disk just can't hold as 
much Information as one formatted with 
DOS 2,5. so the '<' and V characters are 
used to show those files on a DOS 2,5 disk 
that won t be seen if using DOS 2.0. 

AM I DENSE ABOUT 
DENSITIES? 

While on the subject of DOS 2.5. a letter 
from Robert Francis of Neath. West Gla- 
morgan asks for some clarification: 

"I'm confused! In the advert for EXCEL 
disk magazine, some ofttie disks require a 
doable density drive. Are all 1050 s double 
density? If not how will I know if my 1 050 
is double density? Ihe HIQ Demo" works 
on my J 050 ■ docs thus mean my drive is 
double density? 

Do any of the British companies (e.g. Allan 
tis> Alternative Software. Zeppelin ,„J still 
produce 8-bit games? It is a shame that 
Atari doea not re-release the 130XE. If the 
Spectrum can he a success, the 130XE at a 
cheap price should do weQT 
The subject of disk densities h; is ( t opped 
up recently. Dean Garraghty (82 Thomson 
Avenue, Balby, Doncaster DN4 0NUJ noted 
on issue 8 of his Atari News -Disk' thai he 
had "...recently received a 7 1/2 page com- 
plaint about /his subject. The whole argu- 
ment is over my descriptions tn the PD 
catalogue. I categorise disks as SD and DD. 
I say SD works on any driite, but DD needs 
a 1 050. But, DD is sometimes used to de 
scribe true I)!) disks ( I KOK format} which is 
used by US doubler and Happy, The stan- 
dard 1050 density is often referred to as 
enhanced density or medium density. If I 
stick to two simple formats: single and dou- 
ble, we can avoid confusion/' Dean notes 
that in his PD library "... I only have 2 
disks which need a Happy/ US doubter 
1050 to run, and those disks say that in 
the catalogue. Mast PD comes on SD disks 
anyway. Very very few PD disks (or any 
other disks for that matter} need a modified 
1050 to run. " 

I agree with Dean's view - most Atari 
software (commercial and PD) has to be 
compatible with the vast majority of drives 
and therefore must use the standard for- 
mat of an 810 or 1050, so in the Atari 
Classic world there are only two standard 
formats: Single (SDI and Dual (DD), The 
relatively few pieces of software thai use 
180K formatted disks should be described 
specifically as such. I've looked back at 
KXCKL's adverts In NAU and couldn't find 
any that mentioned "double density" - they 
either refer to "enhanced density'' or 1050 
format. All standard 1050s are capable of 
reading disks in the enhanced formal pro 
duced by DOS 2.5 -40 tracks of 26 
128-byte sectors, but only 1023 sectors 



available lo DOS- When Alari iniroduced 
the 1050 they soon realised they needed to 
maintain compatibility with the 810 and 
DOS 2.0 H so DOS 2.5 was born. Part of Ihe 
problem seems to be Atari's use of more 
than one description for the format pro- 
duced by DOS 2.5 in Ihe manual issued 
with the XF551 disk drive, they refer to 
both enhanced density' and to dual densi- 
ty' (page 141). 



NETWORK THE 8-BIT? 

Arthur Morris from Lampeter, Dyfed has 
an Interesting question which one of our 
hardware experts may he able to shed 
some light on ... 

7 am currently using (and Iiave done so 
for several year now) an Atari 130XE and 
5 0:10 ih/\<- tint I Jiiui thut (ux\ tally) they mtU 
the work I ask of them very well mostly 
word processb\g with a Panasonic 
KXP1081 printer. I also own u B00XL and a 
800 machine and haw town ufondering if it 
is possible to have more than one machine 
connected to the disk driix*. TV and printer. 
It would be very convenient to me to have a 
WP program and a spreadsheet running at 
the same time tn different machines with 
the ability to switch between them without 
unplugging one machine and making a 
physical connection with the other. Is it also 
possible to transfer data for storage in the 
other machine - or Is this askiitg too much?" 

Arthur also notes that he has enjoyed 
reading our magazine since issue 4 of Page 
6 and his teenage son is now an avid 
reader. 

Well, I'm a bil out of toy depth when if 
romes to these esoteric hardware ques- 
tions, so I'm hoping that we'll get a few 
letters on Ihe ]>o>,Mhili1ics ol networking ;i 
group of Atari 8 bits. Something should be 
achievable - wasn't there at least one U-S- 
Alari Bulletin Hoard that ran with a num- 
ber of 800s linked to a shared printer and 
hard disk When ft comes to transfer- 
ring daUi between machines, can a com- 
munications program like Kermit be used 
with an appropriate Interface/cable be- 
tween the computers? 



Well, that's it for another issue. Don't 
forget that Mailbag is only interesting as 
your letters, so let's have some answers lo 
the problems posed this issue together 
with some new topics and comment. 1 in- 
tend to make Mailbag and interactive col- 
umn so thai means you nerd lo join in f 
am waiting for your letter! 

Write to MAILBAG at 
Page 6 Publishing, 
P.O. Box 54 § Stafford, 
&T161DR 
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A Reference 
Guide to 
Atari's Special 
Characters 

by Peter Kirton 



Occasionally. lettefS appear in Mallbafi" requesting a 
listing of the keypresses used to generate the Atari 
special graphics characters. How many of us have 
problems folding that issue of their favourite magazine which 
provided a table of these characters? A separate list on a sheet 
of paper which could be kept handy to the computer would 
Lend to solve this problem. To this end, I decided to write a 
short program to list such a table on any printer, showing the 
graphics character, its keypress combination and the decimal 
equivalent of the character. 

The program does not have any fancy frills. To maintain 
compatibility with most (If nol all) printers. I have kept to 
single density bit image graphics (ESCAPE K). All text prints In 
default font and pitch settings as many printers use non- 
Epson standard codes to change these. However, the final 
output Is a neat table which will be a handy reference to help 
In typing many magazine listings. The DATA statements may 
also come in handy as they construct the actual Atari special 
character set. 

Type in the program and save it on a disk which is kept in an 
accessible spot. When the program is RUN. you will be remin- 
ded to him the printer on before proceeding. Press any key 
and. In a minute, your list will be complete. If you lose It (or 
make my mistake and put it away somewhere safe - never to 
be seen again] simply print out another one. Now you can 
spend more lime typing with less time wasted by searching 
through back issues for those lost codes. 



no 
cci 

IH 
OS 
PS 
BH 
HU 
EZ 



REM *« 



REM «* ATARI SPECIAL CHARACTERS ** 
REM ** 
REM ** 
REM ** 



PRINTER I i-jirtn. 
by Pfttr Kirton 



reh 

REM ****** 



HEM ATARI USE* ** 
ISER - APR 15*3 * 



REM * HEW AtARI 

AEM ««HMMa«K»»W*H»*HMMMWUIt«««MMHP" 
KM 18 DIM CRAPHSC43 ,CHARl3tfi1 ,CHAR2S CB3 ,K 
EYS1$C203 ,KEY*2$(28> ,DEClS«> ,DEC2$IS) 
IO 15 &IK PAO$C283 , BE AUK* till :BLARKS = ' 1 

"i REM 28 SPACES 
GCl 28 OPEN «U,«.«,"«:"ttET HI, A: CLOSE HI 
■ M 30 RESTORE 15 IFOR 1=1 TO 4; READ AlliflAP 

H$ II , II =CHRS (A) ! HEKT I 
HH 15 DATA 27,75,0,0 

RV 4* ? CHOS f 1151 ! POKE 752*l;POSITl©H ±1* 
"Read* the printer" iPOSITlOH 11 , 11 
■? "Press any k***». n 
PA 42 POKE 764,25$ 
TZ 41 IF PEEK C7 64 1=255 THEN 43 
PE 44 POKE 764,255 

EH 45 ? CHRSC1253 : POSITION i*„*l? "PrilHi 

ng ...*** 
Rf 50 LPR1HT 
LM 55 LPRIHT 

OKE S for ATARI GRAPHICS CHARACTERS" : LP 

HIHT {(LPRIHT 
Dl l>8 I PRINT ; LPRIHT " 

MAL VIDEO 

VERSE VIDEO": LPRIHT 
For 
For 



I LPRIHT I LPRIHT : LPRIHT 

■i KEYS TR 



HOR 

IH 



Twpe 

1 



ThiS 

Thi t> 



ThiS 

This 



KK 78 LPRIHT " 
HCiMl 
Dec inal 11 
SG 75 LPRIHT " 
Udlue* 
ualue" 

YH SO LPRIHT 

UK ISO FIHST=«:LAST-26JSET=1 
HM IJ-O FOR L0OP = FIR5T TO LAST 
UV 12* RESTORE ISRO+LOOP 

YR 130 FOR 1 = 1 TO S : READ ft : C HA RiSfI,II- 
CHR$ tAl ! HEKT 1 1 READ KEYS1$,DEC1$ 

KL 135 IF KEVSi*="COHMAl» THEN KEYS1$=" 
CTRL ■ " 

14 » PAD$=8LAHK*(1, ( LEH t»L AHK$ J -LEHIK 

EY51$11 1 ! KEVSIS CLEM (KEYS1$> * U 

OR ISO RESTORE 288BH nOP 

1*8 F OR 1=1 TO S ! READ A : CHAR 2$ (1*19= 

CURS (A3 ; HEKT I; READ KEYS2$,DEC2$ 

HS ifiS IF KEVS2i="COH«A2" THEH KEYS2$=" 

IHV CTRL p " 
DJ 170 PAO$=OLAHKS C1, CLEHtRLApt*fl-LEHtK 

EYS2911 > l KEY52S CLEHCKEYS2*! +11 =PAD* 
HO 1*8 LPRIHT " »JGRAPH*JCHAR1SJ" 

■'sKEYSi* jDEClSj" GRAPH* 

JCHAR25; 11 ";ltEYS2$:DEC2* 
HK 190 HEKT LOOP 
HI 195 IF SET-2 THEH RETURH 
ZH ZOO RESTORE 1827 

VI 210 FOR 1=1 TO 8 : READ A 3 CHAfllf t I „ II =CH 

r$ca>:hekt i: read keysis ,deci$ 

215 PADS-BLAHKS El, f LEH IBL ARK$3 -L EH CKE Y 
Sl$l 3 3 !KEYS1$(LEH (KEVSlSl + 11 = PADS 
YH 220 LPRIHT " ■■iCRAPHSiCHORl*;" 
";KEYS1*J DEC1S 
25 • SCT=2 : FIRST=28 ; LAST=37 
268 GOSUB 118 
278 LPRIHT CMR$ (123 ; 
300 POKE 7S2.B:EHD 

L8«B DATA 6,48. 128. 124.62, 124,128,48^ 



KC 



FE 



JU 



KB 
RL 
HO 
AT 

hh 



UMMA1 , 



10 
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J u 


i aa i aata 


AAA u j h> m f M ^in, 
D i B , U t £33, /4 j ^4 j £4 , L 1 HI 




H r X 






1 II ii ? HAT A 


8,6,6, 8,8, 6, jf&S, 255, CTRL B, 


It? 


J. 

1 HAT hATA 






C 3 




KH 


IfIBi DATA 


24,24,24,2*5, Z55 , 8 , ft , 8 , CTRL 










1 QQi: RATA 

■ 




An 


i a aim. is ata 
i HBO PHI A 


3, 7, 14, 26, 56, 112, 224, 192, CTH 




IF £mm 






4 Cka~T h AT A 

l bb t oa 1 a. 


19 2 t 224 , 112, 56, 26 j 14*7, 3, CTR 










1SBS DOIfl 


1 ,3 J 7,15 J 51 J S3 ( 12? J 2S5 J CTRL 




H, B 




MT 

ni 


1069 DATA 
9 


ft, 8.8,0,15,15, 15, 15, CTRL I, 


UR 


1818 DATA 


255 J i27 J 63 J 3| J lS,7,I l i,CTBL 




4, it 




TO 


1811 DATA 


0,8, 0,8, 24ft, 246,246,248, CTBL 




IE, 11 




K 5 


161Z DATA 


240,248, 240,2*8,6,8,8,8, CTRL 




L , \Z 




KK 


lft!3 DATA 


192, 192,132,192,1*2, 132,152, 




l^.CTHL M, 13 


p v 


1814 DATA 


1,3,3, 3,3, 3, 3, 3, CTRL N> 14 


DO 


IRIS DA T A 


15, 15, 15,15,6,0, 6,0, CTBL 6, 




15 




u i 


1816 DATA 


0,24, 24, 122, 182, 122,24, 24, CT 




Rl P, 16 




mm A 

Kn 


1817 DATA 


8,31,31,24, ?4 : 74, CTRL Q , 




17 




GC 


1B1B DATA 


24, 24, 14,14,24,2* ,24.24, CTBL 




H r 18 




6K 


1813 DATA 


24,24,24. Z55 , 255.24,24 , 24 , CT 




BL 5, 19 




KU 


18Z8 DATA 


6,26,62,62,62, 62, JH, »,CTHL T 




, 28 




ZH 


18Z1 DATA 


15, 15,15, 15 ,15,15.15, 15, CTRL 




Hj 21 




U T 


18ZZ DATA 


255, 255,0,8,8,8, 0,6, CTRL V, 




22 




cu 


1BZ3 DATA 


24 , 24 , 24 , 31 , 31 , 24 , 24 , 24 , CTBL 




H, 23 




Uri 


1624 DATA 


24, 24, 24, 248, 240, 24, 24,24, CT 




BL H, 24 




DH 


1825 DATA 


255 , 255 , 2S5 , 255 , ft , 8 , 6 , 8 , CTRL 




T, 25 




R2 


182b DATA 


8, ft, 8, 24 0,24 8, 24, 24, 24, CTBL 




? , Z6 




LZ 


18Z7 DATA 


6, 248, 240, 174, 174,18, 18, 8, CS 




C E5C, 27 




Fl 


1620 DATA 


6,16,40, 125, 126 ,48, 16, ft, ESC 




CTBL -, 2S 


Oh 


1829 DATA 


6,8, 12, 126, 126, 12, 8, 8, ESC CT 




RL = , 29 




3 V 


1B38 DATA 


8,16,56,124, 04, 16, 1S,6, ESC C 




THL + , 38 




TIJ 
1 U 


IHJ1 DATA 


8, 16, 16, 84, 124, 56, 16, B, ESC C 




FBI 3l 






1832 DAT 0 


ft, 24, 6ft, 126. 126,60, 24, 6, CTBL 




■ f 96 




KM 


1033 DATA 


8,74, SB, 126, 126,58, 24, ft, CIRL 




;.m 




HU 


1834 DATA 


6,6,8,255, 255, B,ft, ft, SHIFT =, 




124 




YD 


1835 DATA 


0,124,124.112,126*34. 78,6, ES 




C SHIFT CLEAR, 125 


HK 


183t DATA 


8, 15, 56, 124, 254, 8, 6, 8. ESC DE 




l l Ft . 1 ?h 




JK 


1837 DATA 


8.6,6,254, 124, 56, 16,8, ESC TA 




6,127 




HO 


2888 DATA 


Z55, 287. 135, 131, If 3, 131, 135, 




287, C0MHA2 


, 126 



£G 2001 DATA 2 55, 255,255,6,0,2X1,231,231, 

IHU CTRL A, 12? 
AL 28B2 DATA 255, 255, 255, 255, 255 , 255,8, 8, 

IHU CTRL 6,138 
HF 2603 DATA 231, 2 31,231, 7 , 7 , 255 , 2S5 , 2 55 , 

IHV CTRL C, 131 
EH 2064 DATA 231,231,231.6,6,255,255.255. 

IHU CTRL D,132 
5T 2685 DATA 231,2 31,231,224,224,255,255, 

255, IHV CTRL E,133 
LB 2066 DATA 252,248,241,227,193,143,31,6 

mi, IHU CTRL F,134 
SO 2067 DATA 63,31,143,193,227,241,240,25 

2, IHV CTRL C 135 
HK ZO08 DATA 254.252,248,240, 224,192,128, 

8, IHU CTRL H, 136 
KL 2O03 DATA 255,255,255,255,2 40, 2 40. 246, 

?4H F IHU CTBL 1,137 
HK 2816 DATA 6 , 128 , 132 , ZZ4 , Z48 , 248 , 25Z , 25 

4. IHU CTBL J, 136 
L6 2611 DATA 255,255,255.255,15,15,15,15, 

IMV CTBL Kj 139 
HJ 2612 DATA 15, 15, 15, 15, 255, 2S5, 255, 255, 

IHU CTBL L.14B 
HJ 2613 DATA 63, 63, 63, 63 , 63, 63 , 63 , 63 , IHV 

CTRL M, 141 

FJ 2014 DATA 252,252,252,252,252,252,252, 

252, IHV CTBL 6,142 
HF Z015 DATA 240,246,246,246,255,255,255, 

ZbSi, IHU CfHl CI, 14J 
YI 2016 DATA 255,231.231.133,153,133,231, 

7 31, IHU CTHl M,144 
JT 2617 DATA 255,255,255,224,224,231,231, 

231, IHV CTBL 6,145 
YH 2016 DAT A 231 , Z31 , 23 1 , 231 , 231 , 231 , 231 , 

231, IHV CTBL H,146 
HF 2619 DAT A' 231, 231 , 231, B>8, 231, 231 , 231, 

IHU CTRL 5,147 
ES 2820 DATA 255,227,193,193,133,133,227, 

255, IHU CTRL T,146 
JH 2621 DATA 248,246,248.246,246,248,248, 

246 , IHV CTBL 11,149 
EH 2622 DATA 8 , 8 , Z55 , 255 , 255 , 255 , 255 , 255 , 

IHU CTBL V,158 
DF 2823 DATA 231,231,231,224,224,231,231, 

231, IHV CTBL H,151 
JP 2824 DATA 231 , 231 , 231,7, 7,231 „ 231 , 231 , 

IHV CTRL H,L5± 
EB 2825 DATA 8 , 6 , 8 , 6 , 255 , 255 , 255 r 255 . IH V 

CTRL r,i*3 

DF 2826 DATA 255,255,255,7,7,231,231,231, 

IHU CTBL Z,154 
LJ 2028 DATA 255 , Z3?, 207, 129, I Z9, 207, 239 , 

255, ESC SHIFT DELETE , 156 
CF 282* DATA 255,247,243,129,129,241,247, 

255 , ESC 5NIFT IHSEBT ,157 
BP 2838 DATA 255,239,199,131,171,239,239, 

255, ESC CTRL TAB, 158 
HA 2631 DATA 255,239,239,171,131,199,239, 

255, ESC SHIFT TAB, 159 
OH 2832 DATA 255,231,195,129,129,195,231, 

255, IHV CTBL .,224 
55 2833 DAT A 255,231,197,129,129, 197,231, 

Z55,IHU CTRL , ,251 
UB 2834 DATA 255,255,255,6,6,255,255, 255, 

IHU SHIFT -,252 
KJ 2635 RATA 255,131,131,143,135,161,177, 

255, ESC CTBL 2,253 
HH Z636 DATA 255,239,199,131,1, 25 5 , 25 5 , 25 

5, ESC CTBL DELETE, 254 
UK 2837 DATA 255,255,255,1,131,199,239,25 

5, E5C CTBL IH5EHT,255 
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XL/XE TUTORIAL 



FIRST STEPS IN 

ASSEMBLY 



part 5 



W — 'elcome to the final instalment of Beginners Assembly 
Language. I hope you've kept up so far. In this 1 1 rial 
pari 1 will attempt to tie up some loose ends, and 
introduce the odd extra rommand so that you've seen and 
know abou! thorn all. And as the grand finale I present a table 
of all the available 6502 instructions as a kind of reference 
guide. 

In the an earlier part of the series we discovered the CLC and 
SEC commands whereby you could set and clear the carry flag 
in the status register. It is also possible to set and clear other 
flags in ihiil register. The alterable flags are the Decimal Hag. 
iheOverllow flag, and the Interrupt Hag. 

SEI and CLI 

I'll begin with the interrupt llag. When this is set, interrupt 
requests are disabled and when eleared interrupt requests are 
enabled onec more. The commands are SEI [SEt interrupt) and 
CLI (CLear Interrupt). The only use I've seen these commands 
put to is in Display l ist Interrupts (See Listing) where the 
command RTI IReTurn from Interrupt) is used as the BLf 
equivalent of NTS (See program listings). 

CLV 

CLV (CI .ear oVerllow) is used to Hear the overflow flag. Note 
that no equivalent command exists to se( It 

SED and CLD 

l.asil> are SED (SEl Decimal! and CLD K jaw Decimal) in- 
structions. SKD enables access to a special mode where num- 
bers are represented in a form known as Binary Coded Decim- 
al (or BCDI. This is where the value a byte represents ranges 
from $0 to $99 (instead of SO to $FF as Is usual. It is used as 
its name suggests to represent decimal In a better form. The 
lowest nibble [set of four bits) represents the units digit and 
the highest nibble represents the Lens digit (each digit of 
course goes from 0 lo 91. There should be no problem in (his. 

A problem in BCD arises when addition or subtraction of two 
numbers in this format occur 



$99 
I I 



Daniel Lea concludes his series 
on Assembly Language 
programming with a summary 
of all the commands available 



In normal binary addition this would produce an answer of 
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J5AA. However as you know this is not acceptable as a Binary 
Coded Decimal number. Hie answer is I he special maths mode 
inenl ioned earlier, 

OllCe SED is used lo activate the BCD mode, the more 
accepted answer of 99 + I I appears. Thai is 1 10. In this cast 
$10 in the accumulator and 1 In the carry flag. CLD would 
ret on i the proc essor lo ils usual addihon mode. 

NOP 

I'll complete our look af the machine code commands with a 
command which does nothing! NOP [No Operation) docs no- 
thing except delay the processor slight lv. hence il is quite 
useful in delay loops. 

The reason. 1 think, why this command exists at all is that in 
the bad old days of computing people didn't have assemblers 
with which to program machine code, they had to do li by 
hand. So the NOP command was created by the microproce- 
ssor designers, so that a programmer could leave gaps in his 
program (i.e. filled with NOPsI so he could insert instructions 
al a later date with on ( having Lo recalculate any jumps and 
branches etc. 

That's nearly it except for the table which you will notice 
somewhere about this page (or the next). 

If you have followed all of my articles you should have a good 
sound knowledge ol programming in Assembly Language and 
V*} able lo progress onto some very advanced programming, 
maybe even write your own machine code game. To advance 
yourself from ihis point I recommend Mapping the Atari by 
Compute! as a superb book. And also keeping an eye on this 
magazine there are some super articles in back issues if you 
sift though them. Anyway happy programming and bye for 
now at least! 



ADDRESSING MODES 



FLAGS 



MNEMONIC MEANING 

AOC AOd with Carry 

AND AND with Accumulator 

ASL Arithmetic Shift Left 

BCC Branch it Carry Clear 

BCS Branch it Carry Set 

BEQ Branch if EQual to 0 

BIT BIT test 

BMI Branch it Minus. 

BNE Branch if Not Equal to 0 

BPL Branch if PLus 

BRK BReaK 

6VC Branch if oVcrllow Clear 

BVS Branch if overflow Set 

CLC CLear Carry flag 

CLD CLear Decimal flag 

GLI CLear Interrupt mask 

CL V C Lea r o V erfl o w flag 

CMP CoMPare to accumulator 

CPX Compare to X reg. 

CPY Compare to V reg. 

DEC DECrement 

DEX DEorement X 

DEY Decrement V 

EOR Exclusive OR with Ac cum. 

INC INCrement 

IN X INcrement X 

INV INcrement Y 

JMP JuMP 

JSH Jump to Subroutine 

LDA LoaD Accumulator 

LDX LoaD X 

LDY Load Y 

LSR Logical Shift Right 

NOP No Operation 

OR A OR with Accumulator 

PHA PusH Accum. onto stack 

PHP PusH status reg. (P) onto stack 

PLA PulL Accumulator from stack 

PLP PulL status reg. (P) from stack 

ROL Rotate Left 

ROR Rotate Right 

RTI ReTurn from Interrupt 

RTS ReTurn from Subroutine 

SBC SuBtract with Carry 

SEC SEt Carry flag 

SED SEt Decimal Hag 

SEI SEt Interrupt mask 

ST A Store Accumulator 

STX STore X 

STY STore Y 

TAX Transfer Accumulator to X 

TAY Transfer Accumulator to Y 

T$x Transfer Stack pointer to X 

TXA Transfer X to Accumulator 

TXS Transfer X lo Stack pointer 

TYA Transfer Y to Accumulator 



OPERATION 

A + M + t : > A 
A " M > A 
C < 7 „, 0 < 0 
Branch if C = 0 
Branch if C=1 
Branch if Z=1 
A * M 

Branch if N = 0 
Branch if Z = 0 
Branch if N = 1 
Interrupt Processor 
Branch if V ■ 0 
Branch if V = 1 
0>C 
0 > D 
0 > I 
0> V 

Compare A to M 
Compare X to M 
Compere Y to M 
M-1 >U 
X - 1 > X 

Y - 1 * Y 
A v M >A 

M+1 >M 
X + 1 >X 

Y + 1 > Y 
Jump to location 
Jump to subroutine 
M > A 

M > X 
M> V 

0 > 7.^0 s- C 
No operation 
A v M > A 

A > Ms S -1 > S 

P > Ms S - 1 > S 
S + 1 > S Ms > A 
S + I > S Ms > P 

C < 7 0 < C 

C > 7... „ 0 > C 
Return from Interrupt 
Return from subroutine 
A - M- c> A 

1 > C 
1 > D 
1 >l 
A > M 
X > M 

Y > M 
A> X 
A> Y 
S>X 
X> A 

x>s 

Y > A 



1 2 3 4 5 6 7 0 



Ok ok ok XY X 

ok ok ok XY XY 

ok ok X X 

ok ok X X 



ok ok - 
ok ok - 



ok ok 



ok 
ok 



□ k 
Ok 
ok 



nk 
ok 



□k ok ok - 

ok ok ok - - - 

ok ok ok - 

- ok ok X X - 



ok ok ok XY XY - ok ok 

- ok ok X X - - - 



- ok - 

- ok - 
ok ok ok 
ok ok ok 
□k ok ok 

ok ok 



ok - 



XY 
Y 
X 
X 



ok ok - 



ok ok ok XY XY - ok ok 



ok ok X X - 
ok ok X X - 



ok ok ok XY X - ok ok 



- ok ok X X - ok ok 

- ok ok - Y - - - 

- ok ok - X - - - 



C Z N V Other 

X X X X 

X X 
XXX 
XXX 



XXX 



X 
X 
X 
X 



DC 
1 = 0 



XXX 
XXX 
XXX 
X X 
X X 
X X 
X X 
X X 
X X 
X X 



X X 



X X 
X X X X 
XXX 
XXX 



X X X X 

1 



all 



D = 1 

1 = 1 



X X 



ADDRESSING MODES 

1 Immediate 

2 Direct 

3 Zero Page Direct 

4 Indexed Direct 

5 Zero Page Indexed Direct 

6 Indir&cl 

7 Pre- Indexed Direct 

8 Post- Indexed Direct 

9 Relative 



Meaning of various letters 
and notation used 

A Accumulator 

M Memory location referred lo by 

instruction 
X X index 

Y Y index 

> From - Bo 

A AND 

v OR 

EOR Exclusive OR 

7 0 reference Jo bits in a byte 

S Slack po infer 

Ms Memory address on the slack 

[C] compliment Of carry flag 



In the information on 
addressing modes 

ok OK to use (he particular 
addressing mode with the 
instruction indicated 
X Ok to use l tie X index: 
¥ Ok to use Ihe Y index 
XY Okay to use Ihe X and the 
¥ indices 

Indicates a particular 
addressing mode isn't 
available 
A lull line ol dashes indicating 
no addressing required with the 
particular command 



In the information 
on flags 

X an X indicates a 
particular flag is 
affected 

r> a nag is cleared 

1 a flag is sei 

In the other column any 

flag affected is indi- 
cated by lis lener 



List ol Nags and symbols 

N Sign (negative) llag .. 

1= Negative number 
V Overflow flag ... 

1= TRUE 
B Break comma nd 
D Decimal flag ... 

1« Decimal mode 
I Interrupt llag ... 

1= Interrupl requests 
disabled 
Z Zero flag 

1 = Result zero 
C Carry ... 

1 = Carry/no borrow 
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tm i 

29 ; DL I SCROIlTNG STARS 

30 J BY D -J I . , . FEB 1 92 
40 j 

58 : 

68 SDLStL-568 
78 DL5TrZ03 
68 COLPF=53Z70 
90 UC0UNT=54243 
H108 H5¥KC-5*2BZ 
• HO ftND=53778 
A12S HPO5M0=SD8B4 
eiTfl UKAFH-53Z65 
ai4* ; 

8158 ; Change Display list 
8164 S 

0170 

8188 



# 1 *JH 


; 5 


routine as in previous 


0Z8B 


i pfogran 


ft j 1 1 1) 






8228 


IDA 


SDL STL 


B? JI) 


STA 


DLST 


B?4B 


LDA 


SDL STL 41 


8259 


s i a 


&LST*1 


87BH 


IDV 


nt 


8274 


Dl (l-PK 


LDA CDL5TI,Y 


8289 


CLC 




aa»B 


ADC 


8128 


8388 


STA 


CDLST1 , Y 


0310 


1 MY 




0324 


CPV 


n* 


4334 


BNE 


DLOPM 


4344 


LDV 


»6 


8350 


DL00P 1 DO tD L ST > ,V 


8160 


CLC 




83 78 


ft&C 


8120 


O J BB 


STA 


EDLST1 ,Y 




1 NY 




04 UB 


CPY 




0410 


BNE 


DLOOP 


0420 


LDA 


8DLI&255 


B4 38 


STA 


511 


8440 


LDA 


8DLl>?56 


B45B 


ST A 




8468 


: 




0478 


; sp i hp PUyer Hi -^i* uraehic 


0 4 ft" 


■ 
i 




JO 


LDA 


8170 ;«et up 




STA 


6DAFTN JhoriZ Mi£S±l*S 


8518 


LDA 


tin ;Put Missiles off 


8 52 8 


ST A 


hku'p nfl {the screen 


8538 


STA 


HPQSMB+l 


854 8 


S 1 fi 


HPOSM0+2 


8558 


M fi 


HPCISM8 + 3 




LDA 


88 {black background 


8570 


STA 


718 


OS BO 


* 




45?0 


; setup positions and speeds o 


flbBB 


; stars 


8510 


; stk 


- position and SPx - spp 


8620 


jK ind«x = row in display lis 


8630 


i 




8640 


LDK 


88 


8658 


5ETLP 


0668 


I DA 


AND 


0l> /B 


STA 


ST 1 # K 


0688 


JSH 


RAND 


8690 


ST A 


sPij« 


8780 


LDA 


HMD 


8714 


STA 


S T 2 , K 


87 20 


.I'tH 


RAND 


07X4 


STA 


SP2 , K 


0748 


LDA 


Mi 


4758 


ST A 


5T3,H 


8768 


JSH 


RAND 


0770 


ST A 


SP3,H 


a/as 


LDA 


RHD 


07?0 


SIA 


ST 4 t W 


0606 


JSP 


RAND 


6810 


STA 


SP4 , X 


Bit ^ B 


I UK 




0B30 


CPH 


U23 


0448 


BNE 


SET LP 



8064 
8878 
8088 
8838 
0986 
O710 
0320 
0934 
8940 
0950 
0960 
0970 
b** bo 

09*0 
1008 

1018 
18*0 
1036 
1640 
1056 
1864 
1870 
1848 
1098 
1188 

ma 

1120 

1136 

114B 

1154 

1160 

1174 

11S0 

11?0 

1200 

1210 

1226 

1230 

12*0 

1254 

1264 

1278 

1248 

1298 

1380 

1310 

1320 

1330 

1344 

1358 

1368 

1378 

136 D 

1398 

I486 

1416 

14X4 

1436 

1440 

1450 

I 4 b H 

1474 

1444 

14 94 

1584 

1510 

1520 

1534 

1S44 

1550 

1560 

1570 

1504 

1598 

1608 

1618 

1628 

1638 

1648 

1650 

1 bbfl 

1670 

1680 



LDA 8$C 8 j activate DL I ' S 
ST A SD48E 

RT9 {return from subroutine 

j 

; rondo* number subroutine 
;to set speed of star 

RAND LDA AND jrandbn no, 8-255 

AND 83 j reduce range 8-3 
CLC {add l on to prevent 

ADC 81 ; stationary stars 
RTS 

i 

; Actual Display list interrupt 
DLI 



SEI 


iSEt Interrupt 


PHA 


2 store 


accuH. 


TKA 


;and H 


index 


PHA 


;on the 


Stack 


LDA 


MCPUNT 


;scan line value 


LSR 


A j*|igiarter 


L5R 


A 




CLC 


j use 


to fine 


SBC 


83 ;gr. 


8 screen line value 


TAM 






CLC 






ADC 


24 


;aiter star colours 


STA 


£66 12 


; player 8 col. 


STA 


SDBil 


i Player l col - 


STA 


SD414 


iP layer 2 col - 


STA 


*DB15 


;pl ayer 3 col- 


STA 


HSYHC 


;wit a scan line 



; use star position value to set 
; the horizontal value of the 
j Player Missile 
^add on speed and store..* 

I 

LDA S11.H 
STA HPOSM8 

CLC 

ADC SPliX , 
STA ST1.H 
LDA 512 j B 
STA HPO5N0+1 
CLC 

ADC SP2.H 
STA ST2,H 
LDA STS^ 
STA HP0SH6+2 

CLC 

ADC SP3.it 
St A S1I,H 
LDA ST4,H 
STA HPOSM0+3 

CLC 

ADC SP4,H 

Sf A ST4 j K 

STA US YNC 
{reset player Missile posn . to 8 
■ so star appear as a sMall blob 

LDA 88 

STA MP0SHJ4 

STA HPOSH0+1 

STA HP0SH4+2 

5T0 HP4SH0+3 

PL A ;pull all values 

TAK j bat h alt stacb 

PLA 

BTl jRcTurn from interrupt 

i 

{space in the program to put 
; the values necessary to 
;contro I the stars 

l 

STl *-I*H-#H 
5P1 «-*#4B 
ST2 *^»+40 
SP2 »=*+40 
ST3 »z«+*0 
SP3 *r*+40 
ST* *=t+4D 
*^»+40 
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AlICJU O DISCOUNT 

265 Chester Road, Streetly, West Midlands. B74 3EA. England 
Tel: 021-353-5730 or FAX: 021-352-1669 



NEW SOFTWARE FOR 1993 



| Mulli Iffvel vortical scrolling shoot em up. with tmlhant crystal 

dear graphics A raurwte 

| Sir»gle or true 2 player real time Arcade Atfveniure 

Both Of ffw 0*m« above are exc/ua/ve Co Micro Discount tn<f pv&lable >n the 
following 3 format* DfSK JiLSO tfJGH SP£E£> J! STANDARD TAPE EZ.SS 



FAGALON 



Similar game Id Mtsaion S»iark. y^Ou SCO-Ut an alien complex Id discover tfujir 
plans. Large animaled graphics C5 95 Dtok 

■ailfiXEl YrjLi las* is to &itang& 1he pattern on the right side ol (he screen to the Iefl 
Sounds easy' Many levels to 0» erase me Old grey matter. Joyslick conirOUed Clear 
graphics. Disk 
■^MkMMIkMilil ideal for ihe UuCkjing. rrx*t Star" Learn to analyse scales. Chords No 
need to read sneel music Shows graph* displays of IretboanJ notes and fingering 
positions Also contains prim-out facility 1or dot matrix printer El 0.9 5 Disk 

ISJLUKjlSlMESi SrX^et agent Nans Mass needs 10 penetrate Hitler s secrel under- 
ground bunker 1o ileal B>& secret lerror weapon plans. Joystick co*il«0l!ed tSupero 
Graphics & Animation) E5.95 Disk 

■BBSBHiaaaMiaMSd Unusual trite lor what must be the rnosl original For 1993! You 

fe-assemrjle pdures ni movie s1a*s against the dock Stunning graphic?, £5.95 Disk 
■W.^ALTil^ Join the LA Swa1 I«am and baMe wUh armed 1errons1s to save the 
hostages £7.95 Disk 

I«T=H:TlMMi!IiH«?«]i] S-bit done Of ine arcafle Operation Well. All the ihnlls. lan-iasliC 
animation '^c-iudmg helicocters armed cars, grenades knives Very addxSiva 

£5,95 Disk 

■IlllJiaail A real putter based on the Rub* Cube, you move pieces ol stcr* Lo 
match a pattern shown on screur'r Sounds Simple eh! Great graphics £5.95- Disk 

1 aSEJMI W JiaafidTl ducaliona) Maths Skills cartridge for ages 7 - acult. Help Lo 
develop an understand' ng ol what a fraction i£ and 1he relationship between numaricat 
ar<} visual images of Iraclions. at 1he same lime <L s a lun game £8.95 ROM 

lIlJJ^UI^CTMgB^TWaaTtaiaffllttlslBBi LinkwGrd is a System tor teaching lan- 
guages Much lasitrf Ihan normal melhods Each disK wil leach you m aboul 10 hours 
a vocabulary cf 350 words. The program contains a disk master and an audio tape lo 
achieve 1he correct pronunciation. GERMAN Or 1-HtNCH available £22.95- Dish 



MEW MULTI-BUY ROM PACK 3; XL/XE GAMES CAKTKIDGES 



RALLY SPEEDWAY 1 U.S.FOOTBALL " KA800M * FOOD FIGHT * 
Our Normal price £20-90 Special 4 pack price £12.50 inc. p p 



XL/XE DISKS I XL/XE CARTRIDGES 



.1. "( IIP(A I L HI A| II Y iI^qn 

AlUftifATF. «FAI ITV |Trri CIM 

AlARI SttAKH HITS 7 

AlARI WHITfP PLUS lYrt'l P0I 

auio-dufl 

IUNIIIIS l*ML'lil'HK mill I 
BATTLE CHUIBEft |Bffi*i M. < 
151 INK>' M'AHY 'IlilCXH 

OHissuASTrn 2000 

CHIPMlA* .Bon up uliliti-l 

rjlll 1 IVA I II IN I IH'CMI I IMS 



lhl> 



111 I I 



I I- M >l Kl • ftdl I 

FSJ SCENERY' Dl&Jt {JAPAN. 
FS ? 5CFNI HV 11IS.IC I \\tH t 

c;ai*IiM 

GUKSi IN&FR lAdWfl*Jie^ 

HAWKUUI Ml 

>iriM ax:i:iiiinTAJi1 

fMILTflATDR 

LAS VEOAS CASINO 

lANltKM lAitbunlijrul 

Ml lilt Ml AS I |f'l.l '-. 1 1 1 K 1 1 1MII |l | 

Ml I-...I N.V i 

MIDNIGHT MAGIC 

HHHT MKS5HW P>WAki 

miiJA 1,-DOMMMlflO 

*JYi?. MIIHM -:rii-.K r ■ :-t i Pub I 

PRINT SHOP lOcsJl ro# PW> I 

PHINT LAB ( 32 MIHWUUuliWl 

;;UfNT SFHVICF 
RPV fS, SPV [3 DWKSh 
;i.\ - :i, in 

STFvr DAVIS SNOOHEft 
SUMMf ft 64HS 

(lm^iiI'I <>u«ii tmXMia) 
TACTIC 

TLCHNU N'NJA 

I I iMANArtn i hoiiApiN garrw> 
1RI«V PHINT IIG09 uHWt.1 

I l-.IV Til I'llMMMl 

Ml I IMA II Ui1v«ll[ulc|. 

VtCEO TITLE SHOP 

•flKO SHIM- Cl'lMPANIOM 

ui!il(^l i: , M :.,lh,im«,:I'. 
WWII R EUDns 

ma 



r^« 
r co 

: -I 

E S 50 



E fi W 

new 

■ I IS 

r u 
fifl Mb 
as 
Hi! 

t<w 

f u US 

f1?ffl] 

CI 7 M 
\ ■, 'is 
■■ '• i;i 

S 3 no 



ACt 0» ACIS f1S(M 
A I Mil WRllfR i.-i-Wri |H0Ct51Oiirig« 
BALL BLAHft 1 1* 

-i.iii I ':ni f bO0 

BAflNVAHD BLASTER4L<S<l>in 
BLUE MW 
CAVIRN5 Of MARS 
CENTIPtW 
CHQPt*TER 

CRIMt IUISH » H 'Him tiHiimi 
■ JllihSHJlW < '...'liiw r«M»4l 
CHimi« IIAfilUS 
TMRK CHAMBtnS 
Ml II Kl #WAfJfflS 

I mi:, inn. 

1 J1S.11 IUW FfUTHMl 
t T PWM HIJMI 
iiiitir nil mi 
FINAL LEGACY 
lift It I 
KARDtSAI I 

IN ii i mm i run i '. ni : 

XKJST r aw 

KARA TEKA 

I INK in;. I III ill iUIiiihI hi 5" 1 0 9^1 



£ h OC 

F ? HI 

■. i is 

I i . ',:i 

:l I .'I '.:i 

i :-i sii 

CI S DO 

I III 'IS 

i 'i S3 

V H M!i 

C A 50 

T ,' Ut, 

r 5-. DO 



HARDWARE & 
UPGRADE KITS 



Attn n.Ll?ailJ RIOTOUS iftr rc4ji 
Sl»*id E7I » Ih*» 

Ui:FJ*'HPUI JIIAIM III IhMlllW.S 

itgnili h tiM WACi T]i» 
Miff FLA5HW5 P"l WPHC I 
SWI'IMIQU MM IIP* llhNlS E ?« 

Nim mi ijpfiRtft 

e«hl amurBMU 

HI1II I U1'; irHFUU TUfc 
BMH I H» HEW UlTHA EJPlin 

UltMllh; SVMIH Til K 

<l !.«*»:. SrilFM IJIKUPCFUH W» 

XFbt-l H»U^ 'WlilWUH ft'* 

d" I siitji iilim w.;HHX H3» 

i']^SMFfP;Pir*l(if, rswi 
mill ^ItDCUVtTflirnHTl irjIO » 



sffiuv ruwu hitjuim igti 
i-iso wim ha bri *i DOB <nj r x* i n g — 



r J m MAIN FNCOUNIEH ^rliicainnalK' 

MS PACWAN fiflfli 

m Art in wkis no w 

MOON PATROL I' ' I" 

Milium m«:k: r soo 

MILLIPEDE Cllfi 

ONI ON OfH f S (» 

MWa r 4 00 

POLE POSITION I -. I*.. 

I VI I S« 

DSERT I H '^ 

an c s do 

RALIV SI'LINW"* - i SuO 

TllufA RAID £ 3,» 

RISCW UN I kai:iiiia.-- I . 

RfJHO IRON JOfrl EODQ 

SI AH MA, II* MS I fSDO 

STAR THEK MS 75 

SN1 WHIM II > I ihll-Hl'M .ill i "I ■:■ 

rrNkiis r s uo 

1 1IDWHj HI ■ IX I 'I 'IS 

TYPO AT1ACK II dUCjlKHKlll r S DO 

UP »0H GHAHS, iidiicH di t !l flh 

uf. rriDTBALi rraoo 

XE.KL UEMtnjAKiuimy nhiw 



•■ ! 

\ h SII 

J ;lh 
CIS. DO 

|-5 I Mil 

C b Mf 
f 5 .50 
S G 35 

r s so 

f 4 95 

r t 50 

c * w 

cm B5 
r s so 

t 5 50 
CI 3 95 
V H SII 
t A 35 
Z27 9S 
II' 

rn so 

CI D DO 

r i us 

1-<Hfl 



PUTCHMF-CA MACi Al'IM ON CHSK 



ISSUES Nn i 7 3 4 5 
tl3 CHI lor B» ael or t3 00 ench mc r>p 



TAPES 



1A« STAflTEfl PACK 1 . ■' oi^Jji-v. ol 
ilnhid Pd* itu I Wprv drd DlH*^ Oty noiinjl 
pmn ky tai pet mU In t« 00 
^PfCIU Of ItD MICE IF JO MPJ|P*H 
pO^Lpg*- rirrriirvhi L ,l« llHitwi AilnupiH 
M^Mf rarwuivl Ckrtpwk Aa ShA» 2. 
'"Ik I i..r. .i jiJi.J' KiHMd Haw*. Hmk} 
: J , . i .. . :t- » ip- ^lSi-- iikI IH 

| |Mj PiLPjumiTvr^ lor ini ■ ALjii Ui r,~, tTK*. 

A I AIM I ULKlM TYPING; PACK 

Itlt M&Y *1| E-* 00 nr pvp 



iVfHr- Wi?rV ,Me-lt .'or ru'tio Tape C/sers. 

Mow you can wc stmre of JfJuae new 
C&Minr-nlitt demos. Ttr/s tape vuafumx 3 (fr>no 
SC'W-f rriprTi f-tif.T.i7tf LjW/TMny pnj* fj Sirrjffer 
Lfeflio ^strng *r.i.' s ji-mHaWf .i , or Ihe rarl(*sri»C 
HIGH 5PFFO S*STEU£2.?5 inc. p p 



EKSKIi. CDf#HG 'SODH!' 

CiEifiTFRRCHLOas B pliji-i qarn* lor1h« Atari Light Own 

THE. CU*TSC tlnlli.Hnl HinAlAlid Ad itllUIC 

SRUNC'LES Lcnwnirigs rtwr 

DRUM EDtrORStiPH Drum Machmr 

BLACK MAC.IC Mati&A opdralad mun: rnmpoi*' 

OPtHATiOH BLOOD Fo, in* Aun Lionl Gun" 



F^ii a <mty » fmsiv ^plw ui our Aultj S tM CLvnpjJib* prmiurfj. Hk JinY drr^ ^i":fc isur it*u* 5 at out IS fujgv 
rar*0PDH* frurU/*! ^ *11J r>**d ro rffjfefer |wur rvjirK- jrnt i.rtY -rfdr*ia on o,if Dara Bw TrV ™f w 1 IIWi 

MMVICA rl Ml « «3 ItV S njpWJ fJ eWYT* NW*^J J* CM FufOp*. CrLT.LW £rS#l*VlCTtl fl*rffflllrWfjfWf#n duwuA^I 
Ha ccmpHMr JJWf rrrfiintinT TYy#Ciry£lS3 Ort ft. 011 121 fSfff. Pnvm oi »M or JPi, ^x.vn rf*viii lWIChi iM da flOJ 
nir^u*f;K?!ii *™i picking fttwtfaft piemse cor tart SpJorr .v^FrLnjj n? inn-irrrrtt *k*y*tnfir T »ntr pojuujf 



NOW THE LARGEST MAIL ORDER STOCKIST OF ATARI 8 BIT HARDWARE & SOFTWARE IN THE U.K. 



ie ~ 

2% jblSPLAV LIST IMIERRUPT &EHO 1 
18 ;BY D.J.LEfl. , . . fEB '32 

40 ; 

94 ; 

*>« : 

eiae uct>iiHT=542ai 

0120 ; 

eii* w_$e&ee 
ei4« ; 

0160 

8178 
4168 
B1 

8288 

8210 
8224 
8ZI0 
82 40 
0Z50 

8278 
B2B8 ; 

8298 LD ¥ «2 
8388 IV LDP H L&* (frLST>,V 
8318 CLC 

ADC B128 
STfl t&L5T> , V 
IKY 

cpy »4 
0ME BLOPH 



; ^etup Displiv List 

; 

LDfl ^DL^tL ;Copy 4Iist "Mtors 
5Tfl l>LST J to page zsro 

LfrA S&LSTL*1 

STfi 0LST+1 >5PtMP routine 

I 

; The roll owing display list 
; setup routine si Mply adds 120 
;lo the Appropriate bvtci in 
; the display list 

* 

J 

jidd 12S to bytes 2 and 3 



8S28 

t*Ii 

0340 

0358 
0360 

8I7B ; 

8388 ; add izs to bytes 6 



to 26 



0370 


; 




8408 


L&Y 


«6 


H4 1H 


0LOOP LDfl CDL5 T ) j IT 


64 ze 


CLC 




8430 


rt DC 


*tl26 


8448 


> 1 ft 


CDLST> , V 


0450 


1HV 




8468 


cpv 




0470 


6HE 


DLOOP 


8408 


| 




84 98 


; set 


the Display interrupt 


8500 


; vec t ors To i ou tine 


8618 






O620 


IDA 


8»LI£255 i high byte of 0LI 




STn 


5>1 2 


0540 


! t?Q 


ODLI/Z56 ;low byte of &LI 


05S8 


5T A 


513 


0568 


Ltd 


HSC8 ; activate BLl*s 


0578 




S040E 


0S00 




; return fron subroutine 


B5?S 


1 




0686 


jDispLjj List Interrupt routine 


06L8 


l 




0628 


0LI 




0638 


PH A 


; store accumn atnr on stack 


8648 


5CI 


; set interrupt flag 


0658 


t r> ft 


v C0UWT ; screen line value 


8660 


L VP 


A ;qu*rtet- 


0678 


L5I* 


8 


8600 


i:i t 




0690 


A»C 


20 ; ddd on location 26 


0700 


STo 


HSVMC i pause for a sr aniline 


0718 


ST A 


colpf+2 ; screen colour 


0720 


ci c: 




0730 


AL>C 


»8 


0748 


ST A 


C0LPFf-i ;te«t colour 


0750 


IN ft 


; pul l ac Cum. f row stack 


07£B 


BTI 


; return fron interrupt 



Source for Display List Interrupts 
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THE 



IPSTER 




Well here we go again, another bumper pack of all that 
is best in the u>orld of Atari Classic tips. University work 
has meant that this one was a hit late getting to the 
editor hut I hope he'll forgive me for that (chance would 
he a Jine thing!). 

Comic Relief has been and gone once ogam hut the fun 
doesn't stop there, I hope to continue it for those of you 
who read this. This month we have the solution to 
Snowball (I hope ... iVs huge!). Anyway stop yapping 
asul iy.s.if iriy.zi) lets net biz/Ail 



RICK 

HANSON 



Roy Astley has spent Iwo monlhs solving 
RICK HANSON and has now kindly allowed 
inr to publish his . hard work, so .m't vnui 
adventure out and lot's get going!, 
lfs Ukt£ at nighl now and 1 will 110L risk 1 1 ic 
eye si^hl. sanity, beauty sleep, arlistie inle.n 
rlly and general well being, so everything is I he right way 
round. ( 1 know thai It's boring but yon can t hai r e everything 



W, I, GET RECORDER, PLAY RECORDER, {PRESS SPACE), 
THROW RECORDER, O, W, N, GET PIE, S, W p U, N, !N, D, N, E, 
GET SPANNER, W f S, U, S, S, D, E, E, E ; N p GET POLISH, 3, W, 
W\ W, U, N, (WAIT 6 TIMES), LEAP, D, HIT MAM WITH SPANNER, 
0 P D, 0 f SE, S, SW, W, NW, N, W, W, W, GET COIN, W, S, W, GET 
RAZOR, E, N, E, N, E, I, GET HOOK, O, W, I, W, S, S, READ 
NUMBERS, N, N, E, O, S, E, E, S, S, W, W, W, W, S, I, PUT COIN 
IN BANDIT, PLAY BANDIT, GET COIN, W s PAY BARTENDER 
COIN. DRINK ALE, U, U, U, U, N, N, N, OPEN DOOR, E, SLEEP, 
GET LETTER, READ LETTER, W, N, OPEN W DOOR, W, SHAVE 
WITH RAZOR, E, S, S, S, S, D, D, 0, D, E, O, N, E, E, E, E f N, N, 
W, W, N. I. W, S, S, READ NUMBERS, E, S, E, U, NE, E, CUT 
ROPE WITH RAZOR, GET ROPE, W, SW, D, W, N, N + N, O, N, W, 
I, ASK FOR 12 APOSTLES. READ BOOK, O, E, N, NW, N. N, N, 
N, W, S, W, W, W, GET GLOVES, E, S, S, GET CLIP, N, N r E, E, 
N, E, S, SE, I, PICK LOCK WITH CLIP, S, PULL JACK N, PULL 
JACK NW. WEAF HANDKERCHIEF. N. (PRESS SPACE). SFFK, 
GET BLADE, S, PULL JACK E, TURN HANDLE, PUSH JACK 
UNDER TRUCK, PULL HANDLE, PULL HANDLE, TURN HANDLE 
CLOCKWISE, LIE, N, (PRESS SPACE), WEAR GLOVES, CUT 
WIDE PIPE WITH BLADE, FILL BOTTLE WITH PETROL, S, 
STAND, W, SE, S, Q, NW, N, N, NE, E, E, E, E, S, S, W, SW, GET 
TYRE, I, GET COVER, O, NE, E, N, N r W, W, W, W, SW, S. W, N s 
N, SWIM, (PRESS SPACE), S 1 W, WAVE COVER, DODGE, W, N, 
L GET TOWEL, O, DROP PIE, N, N„ W,DIG, GET GUN, NW, NE, E, 
E, OPEN DOOR, I, E, N, GET SKIS, S, W, O, W, N, TIE ROPE TO 
HOOK, THROW ROPE, CLIMB, (PRESS SPACE), N, READ 
WALL, S, W, NW, N, NE, N, E, WAX SKIS WITH POLISH, WEAR 
SKIS, D, D, D, DROP SKIS, E. N, GET MATCH, S, WAIT, MAKE 
BOMB, LIGHT BOMB, THROW BOMB, S, DROP SUIT, E. N T GET 
UNIFORM, WEAR UNIFORM, I, DRIVE, DRIVE, DRIVE, GALOOP, 
DRIVE, 0, S f OPEN DOOR, E, I, N, O, S, O, U, N, D, D, D, W, W, 
W, N, GET SCREWDRIVER, S, E, E, E, E, E, E, D, D, D p W, N, N, 
E, GET BULLET, E, S, S, W, U, U, U, E t E t N, N, E, E, S, TYPE 
18970, S, OPEN DOOR WITH SCREWDRIVER, S, KILL THE 
GENERAL WITH RAZOR (D* DA DAMFlfl) 



GOAL! 



A plethora of tips for FANTASTIC SOCCER t dint from 
John Huhhock and Paul Gilinore from Liverpool. When ynu are 
running in to tackle the opposition keep your tinker on the 
button and you will easily get the ball and send the opposition 
flying. When shooting, run to I he eomer of the area and keep 
the linger nn the button and aim lor the goal. If there are no 
players between the f*oal and you then you'll have lobbed Ihr 
goalie and scored in the top corner. When you are trying lo 
run faster, just keep slide tackling and you'll end up goin£ 
much faster and always pick the defence thai has the fivr 
defenders which makes it the best lor this type of game, 

I lold the joystick down and to Ihe left if you are the white 
player or down and to the ritfht if you are the red player 

Last, but not least, John throws in a couple ctf lips for 
RAMPAtiE. On some buildings you can climb to where the 
windows end arid punch the building as much as you likr 
which gives you points beyond points. Also when your partner 
dies and turns back into a human, you can run over to him 
and eat him lor her!) 



UN 



Vet again GAUNTLET has given rise lo another tip, this 
time from Stephen Hargreaves of Crewe. If you find il hard to 
pass tricky rooms that only have enough keys lo get out in the 
right sequence then what you have to do is as follows. In two 
player mode both players carl pick up the same key, enabling 
Ihe room lo be completed easily. All you have lo do is both 
move to collect the same key (from the adjacent space) at 
exactly the same time. Incidentally this ean also be used lor 
collecting food and potions. 

1 think this is a first In thai we have a quick tip for ALTER- 
NATIVE REALITY Ironi Frank t mini nuknm ol SlirlinjU in 
Scotland. He says that the riddle ol the doors of Aerimimirils 
Tomb is 2. I. l t 2 h 2, (second door, first door, first door, second 
door, second doorl. 



FABULOUS THREESOME 



[Tints for TAPPER. TWILIGHT WORLD and FRED 

come from Lee Nelson of Woolwich. 

First of all when you lose all of your lives In TAPPER, 
simply press lire to restart where you left off. This ean be done 
Indefinitely. 



If you see cracks in any of the walls, in TWILIGHT 
WORLD it is very likely thai then' is ml entrance lo a secret 
level there. 

On level six of FRED, try to stay on the top platforms for as 
long as possible as there are many bonuses lo tx- had, 



lfj 
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Simon Carter has been walling a long lime but his time 
has now finally come. He provides us now with the 
complete solution to SNOWBALL from Level $t. M - ;i 
bit big, whal follows below is the full complete solution, written 
the right way round ( cos it lakes too long the other way!)- He 
also provided ilk- with some maps bul 1 ran't promise that 
they'll appear this issue cos there's nine pages of I hem! [f they 
don't appear this issue then they'll be with you shortly O.K.? 

Remember I hat the solution is mm id the right way so that 
PUNCH DOG = PUNCH DOG (simple really!) 

Let s go!!! 

Open the rollln by pulling the lever. Get out and go North to 
the mortuary entrance. Summon another coffin by pressing 
any three buttons. Go south and use the coffin to go through 
the trapdoor in the celling to the next level. Go North again 
and leave through the mortuary door, avoiding Nightingales at 
all costs. Travel east until you reach a button in the floor. 
Press this button once to call the lift. 

Knler the lift and alter the door has closed go down through 
the floor. Continue descending until you reach a pit with a 
toolbox in. After taking this loolbox go up through the lift and 
beyond until you come to a trapdoor at the lop of the shall. 
Open Ihts door. Once through go South unlil you come to an 
airlock. The trip is long so don't be fooled by repetitive loca 
lions. 

Once In the airlock you will find two buttons - green and 
yellow. The rule with airlocks is that the green button opens 
the door you have Just come through whflst the yellow button 
opens the door you are about lo go through. In I his case the 
green button will open the north door and the Soulh door will 
be opened by the yellow button. 

Go through the South door until you reach I he smooth 
cylinder. Go down from the smooth cylinder into the massage 
parlour and get on the couch. Wail there lor one turn and then 
get off. Having a message enables you lo carry more items. 
Staying on the couch has very serious consequences ...,.(no 
prizes for guessing what they are!) 

After having Ihe message go east and gel the stacker lilt but 
leave the scalpel. Return to the smooth cylinder and go South 
lo the cyladder. Wail here for a robot to approach and follow it 
down. You ran try before a robot arrives but you will be 
rejected. 

Now go North from ihe large low room, through the library, 
Into the meuipak archive. Get the mempak and return to Ihe 
library. Inserl the mempak inlo the viewer and then examine 
the viewer. Two codes will be given - yours and the crew 
member you nre supposed lo wake. Make .1 note ol (he CTCW 
member s as it Is vitally important. Using the screwdriver from 
the loolbox get the balpak from the viewer. 

Now go lo the cards and examine the airbed. You will find 
some USD's. Upon examination it will be discovered thai I hey 
are in fact a diagnostic probe. Go to the cupboard to the North 
of the diner and get both cup and lamp Return to the diner 
and inserl the cup Into the machine. After filling the cup with 
thin lentil custard go to Ihe holoprojcctors South of the S,W. 
freezer control. Once there search ihe body and take the 
bracelet, necklace and Kevlar leotard. 



a complete walk-through 
by Simon Carter 



Now go to the console and wear Ihe visor. To call up Ihe menu 
examine the screen: LOOK AT (X). BLINK (where X is a 
number). 

Return lo the diner and enter the date. This will bring you 
close to the damaged janitor droid. When you find him ailach 
the diagnostic probe to him. 

Once yoi] have found out which part he requires look for it in 
the surrounding area. When It is In your possession give Ihe 
part to the drold and he will give you a bubble helmet. 

Now you need lo obtain the lance from the droid handling the 
stores. This is accomplished by the following method: 

L Get the red ticket from the red ticket machine. 

2. Swap Ihe red ticket for a red form 

3. Get the green ticket form Ihe green ticket machine. 

4. Sw:i|] the red form ;nnl the green ticket for an orange lonii. 

5. Get another red ticket. 

(3. Swap the red ticket and the orange I < j r i r 1 lor a yellow form. 

7. Get another green-ticket. 

8. Swap the green ticket and the yellow form for a green form, 

9. Get anolher red ticket. 

10. Swap Ihe red ticket and green form for the lance, fphew!) 

Now go Lo the narrow Marbon cylinder and enter the airlock 
Remember here to wear the leotard and hclmel. Also insert Ihe 
balpak in the lamp. You are now ready to traverse Ihe Web. 
This will lake you to the snowfteld below Ihe platform A. 
Summon the monorail and use it to go lo platform B. Enter the 

Smmbull Milion and go souih until you reach p store n 1 

with a flask of air and an aerosol can. Atlaeh the flask to your 
helmet and place the can in the toolbox. Now close the toolbox. 

Return to Platform B and visit Platforms D. F and H. At I) gel 
the shovel. At F go to the soulh corner of Ihe cave and gel Ihe 
linked cylinders. At H go to the large hanger and get the 
ceramic armour. Now go to Platform C and dig In the snow by 
the ladder to find the keys to the snowdozer. Enter the snow 
dozer Itself and get the lire extinguisher. Leave the snowdozer. 
Once you are next lo the ladder drop everything except the 
cup, leotard, bracelet, stacker lift and the helmet. By now you 
need to wake the crew member to obtain Ihe security code for 
Ihe door in the Hilton ". 

The key for Ihe crew member code you received In the library 
Is as follows:- 

Colour 1. Mortuary door - Blue or green. 
{ 'olom 2. Colour uf 1'rcczer disk. 
Colour 3. Sector on the corridor. 
Colour 4. Level of freezer disk. 
Colour 5, 6, 7. Coffin code 1 1 self 

Return lo the first airlock you used and go North. Examine 
the bracelet you removed from the body regularly. It will have a 
series of colours on it. When the lasl colour Is the same as 



it goes on over here 



New Atari Uier blue 6 1 



17 



QUICK E'S ***** QUICK E'S ***** QUICK E'S ***** QUICK 




Two Quickies from Fred Meijer of The Netherlands First up is another for FRED If you type in 
CHAOS Ihen you can select the starting level by pressing 0 to 9. 

Secondly in MISSION SHARK, if you type in the name of Ihe author JANUSZ PELC then 
you can also select the starting level by pressing 0 to 9. 




colour 2 on the crew members code go down the ramp In the 
same colour section. Go East or West until you And the lift 
button. SuimiKin the lilt and go lo the level corresponding 
colour to number 4 above. II" number 4 was blue then you 
would press the blue button In the Lilt. U*"vc the lilt and go 
East or West checking for the bracelet again si the lights in the 
ceiling When the lights in the ceiling are the same as colours 
'2, 3 and 4 enter the mortuary corresponding to number I 
above. Now press the three but Ions thai arc the same colours 
as 5, 6 and 7 above. Take the collln that appears to the revival 
machine which is to the north of the lift. To lift Ihe coffin you 
need the starker lilt. Remember dial you si ill have to avoid the 
Nightingale. Once the crew member is awake give them the 
cup with the thin lentil custard. They will then give you the 
code for the security door. You can now return to the door and 
l>u through, f rom the forest glade go North East and get the 
silver tray and ilute. Go also to the observatory and get the 
dark glasses. From the pink room you need to get the cat. 

Return to Platform C and go down to the snowdozer. Wear (he 
ceramic armour and dark glasses and make sure you are in 
possession of the lance and linked cylinders. You can now 
repair the snowdozer track. Using the keys you found in the 
snow enter the snowtlo/ei\ start it by turning the key. 
Now make sure you have got the toolbox, silver tray, Ilute, cat 
and fire extinguisher. Goto Platform D and descend the 
ladder. Krom the bollom go North, through the ice tunnel unlil 
you reach Ihe massive waldroid. Here you can open the toolbox 
wilh the aerosol in It. Krom here climb Jacobs ladder until you 
ivacb Lhr wide ledge. Drop Ihe c at. I bis will go about removing 
the slime to let you carry on. Climb the ramp arid when you 
reach the T-junction wave the silver tray. Then make your way 
to the control room. Alter entering you will see a terrorist with 
a rather menacing bomb Now play or blow Ihe flute which will 
shatter the bomb. You now have to extinguish the flames with 
Ihe lire extinguisher using PRESS EXTINGUISHER. You can 
now return Ihe ship to aulo pilot by pulling another lever 



SCORING 

You score points for each of the following achievements 

1. Opening the coffin. 

2, Summoning another colli n. 

;i. Reaching the lop of the elevator shall. 

4. Being massaged . 

5. Using the ey ladder. 

6. Using the video viewer. 

7. Killing (he square cup. 

8. Using the screen at freezer control. 

9. Repairing the Janitor droid. 

10. Obtaining the lance. 

1 L Waking the frozen crew member. 
12 Learning the security code. 

13. Opening the security door, 

14. Repairing Ihe snowdozer track. 

15. Starling the snowdo/er 

16. Removing 1 he massive waldroid. 

17. Clearing ihe wide ledge of slime. 

18. Destroying the portable laser. 

19. Removing the hijacker from the control room. 
20- Returning Ihe ship lo aulopllol. 

Somettmes after completing one of these tasks the score 
doesn't register, however the SCOW will usually be undated 
later. 

GENERAL HINTS 

Tn avoid die n-dious web journev culled the handgun and 
step off the web. Wait until Ihe game says you had better 
match speeds. Then you should SHOOT GUN. Tilts will place 
you below one of the platforms. This Is however a one-way 
journey. To return use the spidroid hopper In the Hilton" 
which will take you hack across the web. It can also be used to 
return lo Ihe Hilton". 

in the area beyond the security door use the holowand from 
the snake pit lo dispel the illusions. 



HELP WANTED **** HELP WANTED "** HELP WANTED 



Just one cry for help this issue, L.D. Baxter of Hove Is absolutely stuck on QUESTRAU (I 
hope th;il I have spell that correct tv it could be QUESTRON) 

He asks where Is the trumpet? I think lhat he's done everything right but there must be one 
thing wrong. Also when he has crossed the sea and gone Into the dungeons he cannot gel out 
the game slops and an error message Is produced. It is different each time. He asks if there is 
something wrong with the game or the disk or is he doing something wrong. 

Right so, there is this issue s challenge. Don't stand there reading this, get busy and solve LAj. 
Baxters problem. 




Hie plea goes out again for more maps and 
stufito be sent in. it "s getting rather bare here 
in the den and it needs Riling up Has anyone 
got the solution and maps to Worm In Para- 
dise. I have seen the maps before but I'll be 
blowed ii 1 can find the issue ot Atari User 
that I hey appeared in. 

Anyway, see you next lime. Bright eyed and 
bushv tailed ready for plenty of exclusive lips. 



Send your hints, tips and maps to 

The Tipster 
New Atari User 
P. 0. BOX 54 
Stafford 
ST16 1DR 



FREE CASSETTES! 



IT your hint, tip or map ifi used by 
The Tipsier you can claim s FREE 
CASSETTE (from those currently 
available from The Accessory 
Shop) but you won'i get one ii you 
donH send something lo The Tips- 
ter - get tipping now! 

HOW TO CLAIM 

If you see ypur name in this column 
juat drop us & line and say 'My 

name is and I claim my tree 

Tipster cassette' end simply la" us 
whioh cassette you would ilk* (gi*e 
an alternative just in case). We will 
whip it of! to you posts haste (or 
Straight away). If you prefer you can 
always give us a ring instead on the 
usual number 
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New XL/XE software 



Wilh I he hulk of new commercial 
software originating in E'oland 
and Germany it's easy to over- 
look the continuing enthusiasm of 8-bit 
supporters on the other side of the Atlan- 
tic. While Atari Corporation Lit tempt to 
rrvcrsr ihcir losses with pmmisrs uj Fa I 
cons. Jaguars and other exotic creatures, 
several oilier organism ions have iv 
inaincd loyal to the 8-bits. Aerion Soft- 
ware of New York is a new company to 
the Atari scene and i I s President Eiuin 
Kaunis says I hat inspiration has been 
gained from I he laek of quality in current 
eompuler games, tie aims to fill the gap 
with inexpensive, user • friendly, enjoyable 
software. A tall order? 
Aerion s FURY is described as an action 
adventure though in reality it's a simple 
shoot 'cm up. Your joystick eonLrols an 
unnamed hero whose role is to reclaim 



FURY 



land invaded by an evil wizard named 
Taljun Cat hu. There are five different 
worlds (tree, rock, alien, insect and Tire), 
each constructed from several screens 
viewed from an overhead perspeel ive. 
Tlie minutely proportioned hero can walk 
and lire single shots In any of the Joystick 
directions. Your aim is to annihilate a 
variety of adverse inhabitants who other- 
wise fire back at you. You must also 
collect various objects that could be to 
your advantage. Some items bring yon 
extra health, some extra wealth and 
others are rather un- 
pleasant! Occasionally 
you may enter a shop 
and providing you've 
attained sufficient cash 
you can purchase spe- 
cial capabilities - faster 
walking speed, increased 
fire power, fireballs, con- 
fusion spells, limited 
shields and 'Armage- 
ddon' smart bombs. 
However, I completed 
the first level without re- 
quiring any extras, 
Aerion describe the 



The Wrath of 
Taljun Cathu 



graphics as 'state of the art' but I'm nol 
sure which deeade they are referring to. 
The seencs are very straightforward in 
deed and the text Is excessively fuxEy and 
difficult to read. Some of Ihe nasties are 
quite well drawn but the gaiTH' is clearly 
ronfined by unsophisticated program- 
ming techniques. Sound effects and 
music are basic, in more ways than onef 

Playing Fury is like entering a timc- 
warp. It's reminiscent ol those addictive 
little arcade panics < if rhrrarly 1 <}HO's 
good fun, but a million miles from the 
technical standard of modern-day enter- 
tainment. I had high hopes but, sadly. I 
must conclude that Aerion will have to do 
much better than this if they are to 
accomplish their President's commend- 
able objectives. 

Aerion Software cent he reached at P.O. 
Box J 222, Riiwdale Station. New York, 
NY 10471 1222. USA. 



Title: 
Supplier: 
Price: 
Forniat: 
Kc\ m ■i j'i T 



FURY 

Aerion Software 
$24,95 inclusive 
Disk 

Paul Rixon 




MATH ENCOUNTER 



Almost all of ihe computer prog- 
rams that aim to teach maths do 
so by creating a game which is 
dependant on the user answering a num- 
ber of numerical problems. Math En- 
counter is no different but is somewhat 
unique In being one of the very earliest of 
I his type of program thai looks as good 
today as when it was first released. 
The first thing that sets Math Encounter 
apart is that it comes as a ROM cartridge 
so is accessible to every Atari owner. The 
second is that it was designed and prog- 
rammed by Professor John Y. Hsu who, 
presumably, is quaiil'Led in the education 
lit Id It certainly looks thai way when the 
quality of the program is considered. The 
game itself is quite simple with lour alien 
spacecraft at the top of the screen and 
your 'Hypersonic Missile Craft' at the hot 
Lorn. You choose Ihe starting level and 
the discipline from addition, subtraction, 
multiplication and division and the first 
problem comes rolling along Ihe loot oi' 
Ihe screen. 

On the first few levels the problems are 



quile easy and you have a goud deal of 
lime to work out the answer. Each ol the 
four craft at the lop of the screen has a 
number,, only one of which is eorree(. 
You simply fire a missile at the ship yon 
think has the right answer. If correct you 
score points and the next problem rolls 
on, but if you did not get it right then the 
correct ship begins to flash allowing you 
to shoot It and progress lo the next prob- 
lem, [nilially the problems are quile easy 
and most children who have learned 
basic maths skills should he able to cope 
and have fun doing so. On the first two 
levels the screen can be frozen allowing 
the child, or a parent, to study the 
answer. On the highest levels however 
even the most agile minded adult may 
find things a little harder! 
Ijevels 5 and ft increase the arcade ele- 
ment of the game requiring you to keep 
an eye on fuel, avoid meteorites and col- 
lect fuel pods as you attempt to answer 
the question. These levels force you to 
retain ihe problem in your mind rather 
than study il on screen for it is easy to 



linger in the path of a falling meteorite 
while working out the answer by looking 
at the problem. 

The graphics are fairly simple but quite 
adequate for this type of program but 
what has kept the program relevant 
today is a good, sound understanding ol 
the methods of teaching maths. There is 
just the right balance of game playing 
and teaching, making Math Encounter 
ideal for all ages. The only thing thai 
srrrns lo br missing is l he ability I" mi\ 
problem lypes but then children are nor- 
mally taught only one concept at a time 
so this is not a major problem. 

The surprise Is that this professionally 
produced and boxed program has. seem- 
ingly, only just surfaced in the UK. II 
should certainly have been available from 
the beginning but we should be grateful 
that there il did nol disappear long ago 
as mosl educational programs have 
done. Definitely one lo put on your edu 
cational shopping list. 

Title: MATH ENCOUNTER 

Supplier. Micro Discount 

Price: £5.95 

Formal ; ROM cartridge 

Reviewer: Les Ellingham 
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X L/X E UTILITIES 



TRANSDISK IV 



SOLVING SOME PROBLEM 



Oh no! not another article cm TransDisk IV, haven I 
there been enough already? Well, this article is diffe- 
rent. While all other articles have taken a look at this 
brilliant piece of soil ware and pointed oul a tew problems, this 
article actually looks at how to solve ihem! 



ENHANCED DENSITY PROBLEMS 

The first problem is with the 1050 drive. Whereas 810 users 
can use DOS 2.0 and XF551 owners can use a double density 
DOS (SpartaDos or Mydos 4.0) to I muster TransDisk liles from 
one disk to another, us 1050 owners are stuck with a little 
problem . I JOS 2.5. and in fact all other enhanced densily 
DOS'*, mess up the TransDisk menu mid Ihercfoie muse nil 
sorts of trouble. The only way around this problem was to use 
DOS 2.0 like our 810 counterparts. This however meant Ihat 
sectors 708 to 908 become unavailable to DOS. That's 200 
sectors straight down the drain on every disk you use. What a 
waste! On top el that, il TransDLsk dnt's save any games unto 
these sectors Iwhic h will happen when all other sectors are 
full), then these games loo will become una'eeessible to DOS 
2.0. Now, at last, there is an alternative. 

The first Ihin^ to do is to format a disk. 11 really is necessary 
that you start off with a totally blank disk so don't try to use a 
disk which has already got some files on it! Tills disk must be 
formatted with DOS 2.0. Do not try to use DOS 2 5 since 
Listing 1 only works with DOS 2.0. Now go back into Basic, 
and type in program listing 1 . cheeking it as you go with TYI\> 



OS 

UH 

/w 

HI 



fiEH 



CY 
HH 



AF M n 

ftEM tt 
HKM U 
REH H 



OEM 
REH 



TRANSDISK F T H 
Listing 1 
by ltdphdvl Fspmo 



1 

Z 
I 
4 
5 

MC 6 PEW *t HEW ATARI USER - flPfUL 1S93 » 

7 



iza restore i«ee tOPEm bi , ■ , i mdfdoi 
■■ 

t>c lie ueod d:IF then ise 

WK 14B PUT U4- r O!GOT0 138 

LH 1SB CLOSE Hi 

ML ZOO ? :? "ALL 0OME1" 

HH leae DATtt 255 , 255 , 49 r 1±7 , 78 , X17 . 16?, 12 

5, HI, IB, 17 
SB lBl* bAIA lO?jl70« ±41,*1,Zt r 1B9> 17*. 14 

l.SB^Il, IB? 
0B 102B OATfl 17&, 141,51.11, 212,141,52 

Efl HUB OATfl 141,53,31,76,224,2^25,2,40, 
117,-1 



Listing 1 



Raphael Espino has some 
answers to some of the more 
difficult aspects of transferring 
from tape to disk 

III. Once this Is done, save it onto your blank disk, and then 
RUN It. [fall goes well then you should be presented with the 
All Donef message. Next go back Into DOS 2,0 (by typing DOS], 
and selecl the L option (HI NARY LOAD! Iroiu Lite menu, acid 
when asked for the filename type In MDFDOS and press 
RETURN. After that you should press RETURN again. Now if 
you look in the top right hand corner of the screen you will sec 
that instead the usual DISK OPERATING SYSTEM II VERSION 
2.0s message, a new DISK DPKRATINC SYSTEM H VERSION 
2.0TD message will be displayed, with the 2.0TD in Inverse 
video. The TV slands for TransDisk. and is there to remind you 
thai this DOS can ONLY be used wilh TransDisk game menu 
disks. WARNING: DO NOT TRY TO USE THIS DOS WITH ANY 
OTHER DISKS since you may corrupt them Also do not save 
any other files onlo the DOS 2.0TD disk except tor Listings 2 
and :i. 

You should now save the DOS flies onto your disk by using 
the H option from the menu (WRITE DOS PILES), and then 
clearly label this disk so that you don't inadvertently use it for 
anything other than TransDisk liles. 

If you have managed it this far then congratulation* you can 
now fully use TransDisk IV along with your 1050 drive. 

SALVAGING CORRUPT DISKS 

The remaining, problem now is what to do wilh those Trans- 
Disk IV disks which were c orrupted with DOS 2.5- The best 
thing you can do is to formal a blank disk using TransDisk IV 
and the same menu (XT or XL/XE) as the disk you want to fix. 
Then using your new DOS 2.0TD copy all Ihc files from the 
corrupted disk to the new one, using the O option (DUPLICATE 
FILE), Do not use the J option (DUPLICATE DISK) since this 
would corrupt your new disk as well. Finally you can re formal 
your corrupted disk with TransDisk IV ready to save any new 
games on it. 

GAMES WON'T WORK? 

If, like mc. you have found that some of the games lister! in 
New Atari User s list of games that have been successfully 
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1 REM m 

2 REH B 



TROMSDISK FIX 
flU 3 REH » Listing 2 
HI 4 HEN tt by Raphael Espino 
SG s RFM M 



n 
n 
« 

— o 

HC b HEM » *EH ATARI 115 ER - APRIL ±991 tt 

cy 7 rem nui i jjun i mu t iamumxuwwtuujmu ti t mn 

MM « REH 

IN lift ? "^PATIENCE PLEASE" 

on 12© CN-O: RESTORE 1000:0-38888 

138 READ OilF t>= i THEM 150 
KG 148 POKE Q.D:CK~CK+D:Q-G + l:EC»rO 118 

ISO IF fl<3955e THEM * "MOT E ROUGH DATA 
1 " : EHP 

KG IBS IF «>3«559 THEM 7 "TOO MUCH OATA*" 

:EIM> 

ZH 169 IF CKOS878I THEN ? :? "ERROR IN D 

ATA 5 T ATE HE MT4, PlE-ASt CHECK" : END 
ZI 170 f "^-s? "IR5ERT BLANK CASSETTE AHA 

PRESS RETURH" 
BH tee OPEN ttl ,8, IZflj Pk C : *' : POKE 850, 11 : POK 
E 002, 48; POKE 853, 117: POKE 856 , IB : POKE 
857,2 IISSH CftftR C"hhhQL>J0"> , 163 
LP ISO CLO'jI ttl 
HL 2 BO 7 ■? 11 ALL AO HE ? H 

ZD lOBO ROTA I, 5, 128, 4 , 192 , 3 , 169 , be , J 41 t 2 

j 21 1 j 15* , 8, 13 1, 18, 189, 284, 133,11, 109, O 
,133 

JO IBIO OAT A Z*J, 133,285,167, 192, 133, 204, 

16?, 54, 133, 28b ,100, 0,177, 203, 1*5, 285, Z 

88. 288,249,230,286 
EU 1820 DATA 238,284,240,12,165,204,201,2 

88, 20Bj 237,169,216,133,204,208, 231,8, t 

28, 173, 14, 212, 72 
GK 1830 DATA 169, O, 14 1, 14, 21 2,1 73, 1, 211, 4 

1,254, 141, 1,211, 169, 192, 133, 28b, lb?.M 

,133,204,177 
RE 1848 DATA , H 5 , 2 85 > 288 , Z88 , 24 9 , 2 38 , 

284, 238, 2 86, 240 , 1 2 , 165 , 286 , 281 , 288 , 288 

, 237, 169, 216, 133, 206 
MR 1858 DATA 208 , 2 31 , 1 84 , 1 4 I , 14 j 21 2 , 48 , 1 6 

9,78, 133, 283, 169, 5, 133, 204, 109, 0,133, 2 

85, 169 , 284, 133 
H5 1868 DATA 200 , 177, 203 , ±45 , 285 ,288, 288 , 

249, 238. 284 r 2 38,200, 105, 204, 201, 6,268, 

239,100,8,177,283 
00 1876 DATA 145,205.208,192,165,288,247, 

109,192, 133^ 285, 169 , 3 , 133 , ZOfc . 169,00, 1 

33,203,109,5,113 
00 1868 OAT A 204,100, 9,177,203,145,285,13 



6, 16, 249, 24, 96, 173, 1,211, 41, 254 ,141,1, 
211 , 96, 8 

HE 1898 RATA 169,8,141,47,2,141,288,2,169 
,12, 141,82,3,162, 16,32,86, 228,109, 3, 14 
1,02 

HG 1188 DATA 3,169,92,141,84,3,109,285,14 
1, 85, 3 , 169, 4 , 141, 98,3, 109, 120, 141 ,91,3 
, 102 

KG 1110 DATA 16, 32,86,2 28. 169.7,141,82,3, 
169,255,141,88,3,141,69,3,109,120,141, 
84, 3 

GH 1128 DATA 159 , 4 , 1 41 , 85 , 3 , 1 62 , 16 , 3 2 , 80 , 
2 28 , 46 , 3 , 24 , 144, 51 , 192, 136 , 240, 4 7, 109, 
8, 133 

JG 1138 DATA 77, 169, 58, 141 , 288, 2 , 173 , 68 . 3 
,113,283, 173 , 89, 3, 133, 204, 109, 12, 141, * 
2, 3, 162 

GG 1148 RATA 16,32,86,228,159,255,141,252 

,2,173,252,2,281,33,248,138, 281,62,248 

,22,200,243 
ID 1158 DATA 173,68,3,133,283,173,89,3,13 

3, 284, 159, 12, 141 , 62, 3, 162, 16, 32, 86, 228 

,169,8 

OZ 1160 DATA 141, 77,0,109,218,141,200,2,1 

05,204,74, 133, 206,169,8,133,285,50, 105 

,283,22 9,205 
OC 1170 DATA 133,207,165,284,229,206,133, 

288,169,255,141,25 2,2.169,3,141,82,3,1 

59,8, 141 , 98 
ZY 1188 DATA 3 , 169 j 1ZB, 14 1 , 91 , 3 , 1 f»9, 97 , 14 

1, 84. 3, 169, 2 85, 1 41, 85, 3, 16 2. 16, 32, 86, 2 

20,101 

ME 1198 DATA 11,141,82,3,165,285,141,88,3 
, 165, 286, 141 , 89, 3, 169, 120, 141, 04, 3, 169 
,4, 141 

ON 1286 DATA 85,3,167,16,32,86,228,169,12 
,141,82,3,162,15,32,80,226, 109,255,141 
,252,2 

l H 1216 RATA 169,3,141,82,3,169,8,141,90, 
3, 169, 128, 141, 91, 3, 109, 92, 141 , 04, 3, 109 
,205 

KM 1228 RATA 141,85,3,162,16,32,86,228,16 
9,11,141,82,3,24,165,285, 185,128,141,8 
4,3, 165 

BU 1230 RATA 28B , 185 , 4 , 14 1 , BS , 3 , 165 , 287 , 1 
41, 88,3, 165, 288,141, 89, 3, 162, 16, 32, 86, 
22A, 169 

ZP 1248 RATA 12,141,82,3,162,16,32,05,228 
, 109, 114,141,200, 2, 109,0, 288 , 252 . 67 , 58 
, 155,0,-1 



Listing 2 



(ranstcrrcd will not work on your 1050 drive, (hen the most 
likely problem is that DOS 2.5 corrupted the game Ale. In this 
case you should try to pass the gamels) from cassette to disk 
a&tin. Inn diis linn- use ;m u i u-i n - r"i ipn -c I disk. I h^u-tuNy Uns 
time you should lind that the games will work perfectly, One 
other note on copying files from one disk to another, and this 
applies to all disk drives, is that most DOS 's including DOS 
ZOTD c aniKU c opy die boot sectors, and on the 1050 drive 
not all the sectors above 90fi ran be eopied. This is not a 
problem if you only wanl (o copy (Jiinif files, hut if you want to 
copy the menu files from one disk to another then this can 
eause problems. FYohably the best thing to do Is to use a 
sector ediior/f opter or some similar program to copy these 
sectors From one disk to another. 



OUT OF MEMORY PROBLEMS? 

The other problem that I've set out to solve affects all unex- 
pended 800XL and 65XE owners (and indeed all 64 K 
machines!. If you own one of these machines then you will 



mosl likely know thai there are some games which simply 
can't be transferred to disk due to lack or memory. II you do try 
to transfer one of these games, then alter about 1 5 minutes or 
so of loading the game you are presented with the OUT OF 
MKMOHY1 message. Highly frusl rating. Yon may think you can 
use the AE ] l J tOND junction on Ihcse games, hul then you 
discover lhal the game comes with a small loader and a single 
very large game file, and il is 1his I urge file dial simply won't 
fit. This therefore renders the APPEND option useless for these 
cassettes. What's worse some of the best games fall into this 
category - Zybex, Hardball. Fantastic Soccer. Kick Oil. Cosmic 
Pirate amongst others. 

So what can you do about il? Well wouldn't il be nice if you 
could somehow split this long file into two shorter ones, which 
could then be loaded with Trans Disk [V? Well, that is exactly 
what program tasting 2 docs. Perhaps 1 should warn you 
Ik-Uiic going any further lhal it takes around an hour 1r> pass 
each of these games onto disk in this way. but believe me, once 
you have passed them it is well worth it. Just think, you will 
now be able to load your favourite games in a minute or so, 
and no more BOOT ERRORS' Anyway lets gel on with it. All 
105O owners should first niodily DOS 'J..0 us described above. 
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tilO users should use standard DOS 2.0, and XF551 owners a 
TransDisk IV compatible double density DOS (SpartaDos or 
Mydcis 4.0). Mow type in Listing 2 i hceklng 11 with TYPO III. 
Save It to disk, and then repeal Lhe process for Listing 3. 1050 
owners should save both these programs onto their DOS 
2.0TD disk, all other drives can use any disk they want. 
You will now need a blank cassette. Any good quality 60 or SO 
minute cassette should do. II' you are tempted to use a lower 
quality cassette, then remember that the better the cassette, 
lhe higher the chances of a successful transfer on your first 
attempt. The process is as follows: 

Step It First insert your blank cassette into your record t r 
rewind the cassette to the beginning, then wind II on a couple 
of counts to get it past the leader. LOAD and RUN Listing 2 
from disk. You should now hear two beeps. Press down both 
the PLAY and RECORD buttons on your cassette recorder and 
then press the RETURN key. The program should now save 
itself to cassette. The first step Is now complete. Von need only 
do this step the first time round, after this the program will be 
saved on your cassette and you can then use it as many times 
as you wish. 

Step 2 :This step is only necessary if the game that you want 
to transfer has a loader routine. A loader is a short piece of 
code which loads in, [usually! displays a loading screen and 
then loads in the game itself from the cassette. If the game 
doesn't have a loader then skip this step. If it does then you 
should pass this loader onto a disk in the usual way. That is 
boot up with TransDtsk IV, select the standard cassette read 
option, select a one stage load, and then when it has finished 
loading, save it to a disk using the Write option The only 
difference is that this file should be saved to disk with a LDR 
extension instead of the usual OL3J extension. So if for exam- 
ple you were transferring Zybex. then you would save the 
Unifier onlo your disk as ZYBEX.LDR, This file should be saved 
onto a TransDtsk XL menu disk. If the game has more than 
one loader" before the main piece of code, then you should 
load them all in together (by using a multiple stage load, with 
as many stages as 'loaders'!, and then save the file with a .LDR 
extension. 

Note: It is a good idea to reset the cassette counter lo OOO before 
you start transferring the loader, and then make a note of the 
counter when the loader has been transferred, just in case a 
loading error occurs later on. If this is the case, then you should 
rewind J Fee cassette hack jo the beginning, reset the counter. 
and then wind it on to the noted value, ready for your next 
attempt. 

Step 3: Put the cassette onto which you saved Listing 2 in 
your deck, rewind it to lhe hegiimiim. switch your eotnpuler 
AND disk drive oil* (after removing the disk firstf) and then 
press PLAY and switch your COMPUTER ONLY back on again 
while holding down both the START and OPTION keys, and 
then press RETURN. The program should now load from cas- 
sette. Once it has loaded you should hear one beep, and then 
the cassette should stop. If this doesn't happen, then rewind 
and try again. If after a few goes you still haven't got It 
working, then Listing 2 has most likely not been saved proper 
ly, so you must repeal step 1 again. 

Note: Even if you do have to repeat step 1, you do not huve to 
repeat step 2. Step 2 need only tx* done once for each game that 
you wish to transfer. 

Step 4: Now wind your blank cassette on a couple of counts^ 
then replace your cassette with the cassette game you wish lo 
transfer and press PLAY mid then RETURN. The game will now 
start to load, irat any time the cassette stops and the screen 
turns RED, then a loading error has occurred. If this happens 
then you will need to rewind the cassette (see note on step 2 If 
the game has a loader), and repeat steps 3 and 4 again. If 
however the cassette stops, you gel \* CiRKEN screen and you 
hear two beeps then the load was successful. 
Step 5: You should now insert your blank cassette, reset the 
cassette counter back to 000. depress both the PI-AY and 



RECORD keys on your deck and press RETURN'. The game will 
now be saved onto your blank cassette in two halves. Once the 
tlrst hair has finished saving, the cassette will stop and you 
will hear another two beeps. When this happens write down 
the value or the cassette counter and press RETURN. The 
second half will now be saved. 

Step 6: You have now split the large file Into two smaller parts. 
This new version of the game, saved in two halves on your 
cassette is totally useless on its own and if you do attempt to 
boot it then you will simply gel a boot error. Now you need to 
boot up with TransDisk IV and rewind your cassette until the 
counter reads 000. Then using the Standard cassette read 
option from the menu, pass the first half onto a TransDisk XL 
menu disk In the normal way. specifying a one stage load. 
When saving this file use a .1 extension Instead of a OBJ 
extension. Then repeat process for the second hair, only this 
time use a .2 extension. Again if you were transferring Zybex 

you would save the first fUeasZYHEX I and lhe second ■ is 

ZYBEX. 2. If you get an error when loading the first half, then 
rewind the cassette back to 000 and repeal this step again. If 
you get an error while loading the second half then rewind the 
cassette back to the counter value thai you wrote down in step 
5 and try again. If you get several cassette read errors, always 
in the same place when using TransDisk then the most likely 
problem is that the file has not been saved properly, it this 
happens then you should go back to step 3, and start again. 
Note: All flies shouJd be sailed under the same filename, with 
only the extender changing. So in the Zybex example the JSeS 
should be sailed as ZYBEX.LDR. ZYBEX. I and ZYBEX.2for the 
loader (jf there is one), first and second halites respectively, [t 
you don't use this convention then Listing 3 will NOT work. As 
another example Hardball could t>e saved as 1IAIU>UALL.LDR. 
flAt'tDBALL. I and HARDBALL2. 

Step 7: If you have made U this far, then the hardest part has 
been done and all that is left Is to link the flies back together 
again. This is considerably easier and much less error prone 
than splitting them up was. This Is where Listing 3 comes in. 
You should now re-boot, LOAD Listing 3 from disk and RUN it. 
You will now be asked for a file name. If you want to see the 
disk directory then you should press RET] URN on its own at 
this stage. Otherwise you should type in the same file name 
that you used lo save the files to disk, but WITHOUT the 
extension. So if you were transferring Zybex. the files for which 
were saved as ZYBEX.LDR, ZYBEX. I. ZYHEX.2, you would 
simply enter ZYBEX, no D: is necessary, but il will still work if 
you do Include one. For simplicity, only one disk drive is 
supported, so people who own two drives will still have to swap 
disks like tin' rest of us. You will now be asked if lhe game had 
a loader. II it has then press Y otherwise press N. All you have 
to do now is follow the prompts. These prompts will ask you to 
insert the right disks at the right times. The source disk(s] are 
those onto which you saved the split files IZYBKX.LDR, 
ZYBEX. 1 AND ZYBEX. 2 in the example), and these will be 
referred to by the name of the file. So you will be asked to 
insert, lor example, the XYliLW LDR disk or the ZYHE-:x.2 disk 
or whatever. The destination disk Is the disk on which you 
want the final working version of the game to be saved on. 
Both the souree and destination <IKk must be TransDisk IV 
menu disks. The source and destination files may be on the 
same disk, or they may all be on different disks, il is entirely 
up to you. You must however have enough free sectors on Lhe 
destination disk to fit the whole joined file in. As a guide you 
will need to add up the number of sectors taken up by the 
loader til there is one). And the first and second halves of the 
game, So if for example the length of the files were as follows: 



ZYBEX.LDR 
ZYBEX. 1 
ZYBEX. 2 

TOTAL 



= 16 SECTORS 
= 198 SECTORS 
= 197 SECTORS 



= 411 SECTORS 
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cs i turn i rrm 1 1 inmn i n 1 1 rrn i WWW 

ilH 2 REM tt F IK u 

ftil 1 BFH tf Lifting 1 It 

Ml 4 REM U bu Raphael Espine n 

SG 5 REM It - St 

WC 6 AEH It HEM ftTAItl USER - APRIL 19*3 It 

HH S F! t M 
If- 10 GOTO 5«B8 
RP IBB REM LOAD FILE 

AD 185 ? T? :? "INSERT ";F*;" DISK" ! * "ftH 

D PRESS AHV KFV(j3" : GO SUA 1810 
FH 118 TRAP 168 : CLOSE UL : OPEN Bl , 4 „ 8 , PS 
IN 128 POKE 858»7:P0KE 852,224; POKE 853, 4 

&:P0KE 856 j B:P0KE S57,1VV 
aR 125 I-U5RCADRC" h tn huL VH" 1 ) j lb) 
MO 130 Ml -PEEK CaSfcl i NH^PEEK t8573 : CLOSE ttl 
r GOTO 198 

CM 15* TRAP C18JIF PEEK 11*5^436 IMER 138 
PK 165 GOTO 818 
Aft 173 PETURK 
VA 288 REM SAME FILE 

RS 203 IF HOT LOR AND NOT SC THEM N^ (HI. 

+NH*256> -13Z :Ht1 = IHT IH/2563 : PIL =ft-Mlt»2SG 
EA 284 IF NOT LDR AND SC THEM CML+MM*2 

563 -3 ; MH-IMT CN/2S61 l ML ~tl— ttft*£5§ 
UN 28S * it i? "INSERT DESTINATION DISK"; 

? "AMP PRESS AHV KEVQ 11 ! COSUH 1818 
BK 287 FSlLEMtFSl»2J="OBJ** 

UQ 218 TRAP 818: IF SO THEN CLOSE U? : DPI- N 

HZ, O, 8,FS ; S0=0 
IN 228 POKE 866 , 11 I POKE 688 1 274 *A2 : PDKF 8 

09,46; POKE 87? , NL ; POKE 873,1111 
OO 225 I-USR f ADR C h hHjL UB* J J ,323 
OY 2 38 IF SC THEN CLOSE uv 
AO Z»# RETURH 
RP 300 REM FILENAME 
CU 310 IMPUT IS 

VI 31S IF LEM <I$3 -» TMEN MMS = "" IGOTO 398 
JP 320 IF LEH(X$3>1 THEN IF IS C2 , 2 J =" : " T 
HEN NHf=Xf I GOTO 358 

Listing 3 



you would need at least 41 1 free sectors on your destination 
disk. 

1 1' you have the appropriate number of free sectors or more left 
on your destination disk then you are okay, otherwise you will 
need another dest ination disk that has enough free sectors on 
it. One thing to note is that the loader, and the two halves of 
the game do not all have to be on the same source disk, each 
file call be on a separate disk tf you wish. If both the source 
and destination are the same disk, then there is no need to 
swap disks when prompted, just press RETURN. The destina- 
tion file will now be saved with an .OBJ extender and con be 
run in the normal way. If at any time an error occurs, you will 
be informed of this. II at any time you make a mistake and you 
want to restart the program then sLop the program with the 
BREAK key and type RUN (and press RETURN). 
Note: Listing 3 will not delete the .LDR. . I or .2 tiles, so if you 
want to get rid of them after they have been linked, then you 
will have lo delete Ihem with a DOS, 



NOT SO COMPLICATED 

The above procedure can seem quite complicated at first, but 
you will soon get the hang of it. In fact most of the stuff is quite 
obvious (like press RETURN or press PLAY and RECORD!), [f 
however you do wish to have a couple of 'practice' runs, then 
you can use a cassette game which has a very short loading 
time, and which you have preferably already transferred to 
TD4 fn the usual manner. Using a short cassette for practising 



IJ 330 NN$ (±, 2 J = "D :" : HNS 13 3 =1$ 

JN 358 FOR C = l TO LEN IHM$> : IF KH$ CO , R3 = ** . 

" THEM RM$e03-""EPOP : OOTO 
JU 35 S RENT « 
AP 33fl RETURN 
YC 400 REM GET FILE NAMES 

7 r 4 10 ? : ? "INPUT FILENAME" I 3«« 

MM 415 IF NM$ = '"* THEN GOSIIS i2«&:£OTO 419 
QE 428 ? i? "LSftDER? f V/H3 " ? GOSUB 1818 ; I D« 

= CK=8?) 
AG 498 RETURN 
EH »0e REM ERROR* 

O I 818 TRAP SIR : CLOSE 81; CLOSE *2S? "FRRO 
R- n jREEK (17 53 ; GOTO SftlO 

ol iaaa rem ha it far key press 

HI 1818 POKE 764, 2S5 i CLOSE B3 : OPEN 113,4,0 

,"K:":CEr »3,K:CtDSC S3 RE f URN 
GS 1100 REM CONTROL 

TR UBS A2-B : 0=1 S 50-1 ! SC=8 : ? "B" 

OH 11B7 IF LDR THEN F£ = HM5 I Ft CLtNEF$} *11 = 

",L0R" : OOSUB ISO : faO^Uff 280 i LDR -A 
FH F$-HM$ iF$ (LEHCFS3 +13 -** . 1 " rO-1 

H5 1115 GOSE1B IBB : GOSUB 28B 

HV 1128 F$=MM$:F? CLEMCF$3+l>r», 2 ":0=1: A 

2=3:SC-L 
HE 1120 GD5UB 180:GO5UB 288 
CI ll?B RE TilRH 
GH 1ZB8 REM DIRECTORY 

5B 1Z1B TRAP 818:7 "ft":? "DIRECTORY i 4 ' : f : 
CLOSE Hi: OPEN Hl,6, 8, T, D TRAP 1ZS8 

SF 1?Z» INPUT R1;d£i* t>£:G0TO 12*8 

RL 12SB CLOSE Olt? S? "AMY KEY ¥0 CONTIHU 
E":G05UB 1818 

CK 124ft RETURN 

ZM S88B DIM F$ C 15 I , NHS tl53 , DS C1B3 r I S C1S1 

HI 5818 GOSUB 488 

KG 5028 GOSUB 11O0 

YM S838 ? i? '»A4_L frOME ! " 

KT 5B4B ? !? "HUH AG AIM? CYy Hi" ; GOSUB lBlO 

;IF IK-ti'ti THEN RUM 
FG 5858 END 



lias Hir advarila^r Uiaf M x^ill norinallv lakr "Tilv 10 lo 15 
minutes to go through the whole procedure, and it gives you 
confidence to tackle the longer games. 



TECHNICAL NOTES 

The cassette loader program (Listing 2) is rather erude sinee 
by necessity it has to lake up very little memory, Ihrrelorc 
leaving as much as possible lor the game, [t even switches the 
screen off to gain an extra 1 K of memory, and the main code 
itself is actually hidden in the RAM under the OS. ROMs, this 
means that it should be possible to pass a game even if it uses 
up all 48K of RAM. 

I j sling 3 should only be used with Atari Basic: and nol Turbo 
Basic. If you do try and use it with Turbo Hasie then it will lock 
up. The reason for this Is that the program assumes that 
certain areas of memory will be empty, which will be the case 
in Atari Basic but not in Turbo Basic. Sorry, but I wanted to 
keep the Hating ay short and as simple as possible, and 
besides there is no real gain from using this program In Turbo 
Basic anyway, 

Finally, you will only 1m- able lo pass standard cassettes with 
these programs. Any cassettes that have been saved In the 
non-standard format will not load into Listing 2, I have not yet 
come across any non-standard format cassettes which can't be 
transferred in the normal way on a 64K machine, but there 
may be some- out there. 

I hope thai you can now transfer all those problem tapes. 
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SLIME BLASTERS 



The final listing in this series is a game called SLIME 
BLASTERS and, although simple, it demons* rales the 
use of the three machine-code routines contained with- 
in the INVADERS game, published In the last issue. If you 
have the Invaders listing I hen you can save yourself some time 
hv LlSTing oul lines 24100-24248 and using these as the basis 
Of this issue s listing. The listing Is heavily REMcd and should 
be fairly easy to understand, so type it in and don't forge I to 
save a copy before you RUIN It 



HOW TO PLAY 

The game involves two players, using both joys licks, who 
move ships along the edges of the display, blasting globules of 
space-slime. The Oral ship to reach the targel scene, set before 
playing, wins! 

Once you have finished playing the game, you may want to 
usf I he roulines Lhal move Ihe ships, sound ihe effects and 
move the missiles, in your own program. If so I hen read on. 



HOW TO USE 
THE ROUTINES 

The sprile I known on the Atari as a player) and missile 
routines work In conjunction with the PMC [Player Missile 
Graphics) system. Before calling the routines you must; 



Store all data for the player images and sound effects In 
memory Lines 140 \ 1 Fj 

Set up your display IPlaylleld) Lines 700 - 728 

Before each game, clear a page at 1536 and si ore 

movement table - Lines 730 - 732 

Set up the l 3 MG system - Lines 750 - 755 

]] you are using the sound routine, enter a line equal to 

line 7*J5 



THE SPRITE ROUTINE 



To use the sprite routines you must have some sprite shape 
data in memory. The computer Interprets this data in the same 
way as GRAPHICS 0 font data, the difference being that sprite 
data can be more than eight bytes long, 

The format for the sprite call is:- 

CALL=USR (SPRITE, SPRITE, SPR. PMB, IMG, FLN. FNM, 
ATP, ASP. DR LNX, LNY, STX, STY, YMN, YMX. PSX, 
PSY, CLN, CVL) 



Steve Lakey concludes 
his series by letting you 
in on the programming 
secrets behind his games 

The parameters in this call are as follows 



SPRITE - Range: Not Valid 

Tills Is the address of the routine, which can be stored any- 
where In available RAM. As you can see. it has to be entered 
twice at the beginning of the calling command 

SPR - Range: 0 'J 

This is the sprite number, equal to the player number 
PMB - Range: See text 

This Is the base page of your PMG area (PMG AREA/ 256). If 
you use a different PMG area to the one in Listing G ( then it 
must be on a 2K boundary 

IMG - Range: Not Valid 

This is the address of ihe Image data for this particular sprile, 
If there Is more than one frame to your sprite, then each frame 
should be the same size and be placed in memory, one after 
the other 

FLN - Range: 1 - 64 

This holds the length of a frame, even if there is only one 

FNM - Range: 1 255 

This holds the number of frames 

ATP - Range: See text 

Tins is the Animation Type:- 

0 — Wrap around animation 

(e.g. 1, 2, 3, 4 - I. 2. 3, 4 - 1.2. 3. 4) 

1 = Rebound animal ion 

[e.g. 1,2*3,4-4.3,3, 1 - 1. 2. 3, 4) 
Adding a 2 to ATP will direct the routine to test joystick 2. as 
long as joysticks have been enabled with DIR 

ASP Range: / 255 

This is the Animation Speed, l-Fast 255=Vcry Slow 

continued on page 28 
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SLIME BLASTERS 



Ltf 180 h!fM 

HH 105 REM 

DR Alt REM 

JC IIS REM 

J0 111 HEM 

JE 125 REM 

TV 130 REM 



■SLIME BLASTERS * * 
By Stephen La key « 

LIS f I HQ 6 H 



* 

m 

M - 

H 

* . m 

* HEM A TflUT USER - APR ft*** * 
MP 135 HEM W W MM M MK W IfHmmmiJ ll f i f hkhmmwh m mw 

ml 13? rem EHHEOMm3 

JT 140 NB-9:l(i-l:»rHHNI;MJ N;tN 1;b n IU 
7 r MIT - 1788 : CONSOLES 3 2 / ? ; COLUMB- 05 ; ROM 
84 : MARGIN=B2 : CURSOR~752 :HEtt=3250O 
CT 142 AL| tfil TL=53768; RE M Audio Control 
■J 145 POKE MflHtTH, Ntt ■ POKE 710, MB:? CKR$ t 

12SJ j "initial ising , , . ■■ 
UU 150 DIM HKSCIOBI ,CL?fl7) .SHIP (121 , EFTC 

61 .FOE 1121 , PLVR CMS) , OIE CN3> 
Bfl 152 Of STORE 17000: FOR X^HO TO 7* ; READ 

fl:PO«E HFH + I , fl ■ MEKT I I REM Hex d d«C i ma 1 

TO Ht>not v Movi-i 

kw is4 cL$~'*hKi?Kn>ro*r:>[33>" : rem NE Wrv 

Clearance Aoutin# 
JR 160 SPRITE=3392B : MEM" SPRITE ; L 0=2 4180 ; L 
=604±GO5U0 23004; rem Store Sprit* Rout 
ine 

ZL 105 Ml SSILE= 33200 ; ME M= MI bilLE ; LN-24 ? fl f* 
■ L-67&:GOSU0 23908 s RFH Store Missile n 
out i ne 

AY 170 HOISE-32600:MEM-MOtSE :LM=2423B:L=3 

75:GOSub 23808 : REM sound Routine 
CF 105 ? CNR$(12S>;"lni?»alisin9. . 

zt rem nii •] m m*J*x^t :t 

GO 3«0 PHB-144 : RESTORE 318 OO ! C - P MB +f 256 i I - 

H8;SHIf»CI3=C 
BT 305 RE A 8 ft : IF A=-N2 THEN 1= I + M 1 : SHIP II 

in : goto 305:0EM Set sprite Address 
KG 318 IF A--H1 THEM 358 

HA 315 POKE C,A:C=C*Nl7GQTO 305: REM store 
Data 

PC 350 5ND-143*256:REST0RE 30588 i C~ MID : T- 

N8:EFF(1|=C 
HJ 355 READ A ! IF A=-H2 THEM T-I + Ml : CFF EIJ 

=C : CO TO 355: REM S»t Effect Address 
m 300 IF A--H1 THEM 400 

BP 365 POKE C, : C - C +W 1 ! CO T O 355 ! REM Store 
Data 

YW 39? REM STX fFTXA m i jjUfl^E 

MT 488 OLM - J. 5 2*75 6: RESTORE 38 7S6 : C - Al H : I - 

MB: FOE til =C 
Id 405 READ A:IF A- -M2 THEN I-I+Nl MM ti) 

=C:«50TO 405 : REM Set Frane Address 
JJ 410 IF A--K1 THEM 700 

XH 415 POKE r,ft;i,.cfNj : CO TO 405; REM StOP* 
Data 

sa ?ee rem ETaTMImiJHJ.VJAidB.i 

JJ 70S GRAPHICS 0;P0KE 708,102; POKE 70?, 8 
1P0KE 711, 232 ; POKE 710*8: DL 1 5 T - p E EK E 5 6 
03 + PEEK €561 J »256 

MJ 718 POKE DLXST+J, 76; POKE DL 1ST *6 , 6 j REM 
Line 8 TO GRAPHICS 1 (AM TiC 6> 

Pfl 715 POSITION HB,fl8:7 "PLAYER 1 PLAY 
ED 2" 

IW 710 POKE MARGIN, HOT POKE CURSOR , HI i REM 

set Left Mrtr-qij-i And Cursor Off 
SP 720 ? — 



SP 722 FOR Y-«i fO 20 

HY 724 FOR STORZMO TO 4 ; H- 1+ INT IRHD CNB1 * j 

«I:PDKE COLUMBp'K:? " . "J t NF KT STAR:? 
HH 726 MEKT V 

TH 720 ? 



Rfl 729 REM 
II M 



730 TARGET -100 ; X = USR C APR CCLSl . 15361 : RE 
M Clear A Pagec25* Bytes) At Page fi c*z 
00) =1*1* 

731 RESTORE 732: FOR 1=1071 TO 1671*15; 
HEAD A: POKE I. A ; HEXT I : REM Movement Ta 
_ 



ble 

HH 732 DATA 0,1,1,1,8,255,255,255,255,255 

,M,IJ,1.«, 255 
KM 734 IF PEEK iCOMSOL) =3 THEM IF TARGET <1 

000 THEN TARGET-TARGET+58 : REM Check Op 

t ion? 

OM 736 IF PEEKCC0NSOL>=5 THEN IF TARGE T> i 
OO THEM TARGE T = TARGE T— 50 ; REM Check Sel 
ec t 

m ™ POSITIO N 4.18:* - fE^T4«4-LU 

AB 748 IF PEEKCCONSOL1 06 AMD STRIGCM8) A 
HD STRIGfHi) THEM 73 4: REM Chech START 
And Both Triggers 

KO 74? POSITION 4,187* *- 

■ ■ 

ds 74? rem yH0ma j«m.Tii4H jmj i m 

KU 758 PMB A4t -S4?7? : REM Yuu -jTore PMG Bas 

e Page Here 
KF 751 DMA C TL-559 : REM Direct Memory Acces 

s Control CLiidb l e PMG And Alters D.s P u 

Ml 

Wf 752 KPOSHO=53240 ; REM Store P I ayer/'Mi ss 

ile Horizontal Location in 53748-53255 
PL 754 MIDTM = S32S6 : GRACTL =5327 7 I REM P] aye 

r Hid th: Graphics Control CEiaDJes PMG) 
BG 755 PC0LR=7B4 : PHIOR-6? X : REM Colour tteq 

isters And Priority Select Register 
JU 756 HMlEH =5428«;GRflF^53761:REM Kofi-Mas 

hable interupt Enable And PI ayer/Mi ssi 

te Data Register 53261-53265 
KG 760 FOR C .-PMB*250 + 75B TO PMBH 256+ L 792 

STEP 2 S 6 : H = HSR C AD RCCL£) ,£> ; HEX T C : REM 

Clear PMG Area 
AK 755 POKE PM0 A SE, PM0 i POKE DMftCTL , 62 : POK 

E GRACTL , Mi; REM SUStOM On 
OP 778 POKE PC0LR,8»16+6:P0HE HC0LRtHl,52 

:rem 5#t Ship colours 

RH 775 POKE PRIOR , 18+ 1 ; REM Missiles ColOU 
r in peek C711) +sr i tes Have Priority ov 
or Background 

LV 790 SCORl=R0t SGOR2 =H0 : POSITIDtt 28, H0 : ? 

5C0R1;" "{POSITION 32, MO;? SCOR2; 

■ ■ ■* 

FF 795 FOR C = «8 TO M3 : SOUND C , HO * HO , HO : 61 
ECC]=:H0:HEKT C : REM Initialise Sound An 
d Expldde Flag 

OF BOO SPR^N0:REM Spri tf FPIAYER)-0 

UN soi img=miip cspr) !RCh image Address 
MT 802 FLH=ll:FHM-4;HEM Frame Length And 

auanti tu 

YO 883 ATP=H0; ASP=6 : REM An ination Type An 
d Speed 

IS 004 DIR-128 + 1; REM D i r «C t i Ott-U 5 e Joysti 

ch+Ho Vertical Movement 
RF 805 LNX = 68!|,NY^lSg : YMH = 20! YMM^228:REM 

Movement Box f LEFT : RIGHT : TOP : BOTTOM) 
HH 886 ifKH3 ;STVHi :HtM Horizontal & uer 

tical steprAiters Speed) 

CE 887 PSH-120 ; PSY-707 : RfH Initial POSiti 
ons 

OE 809 c: 1 K — 1 2 6 : C WL — HO ; HEM Col liSi pn SwitC 

hiOFF3 And value 
Kf ate tOiUd ?0880:reh set Bottom Sh.pCGa 

me Player 11 
DT 850 S PR — HI i I MG - S H I P T S PR ) ! ftF.M He)Ct Spri 

te And image 
TH 855 ATP^H0+H2:PSY-58;REM Set Anination 

Type * H2 fuse Joystick 2) 
HY 068 GO SUB 200O8: REM Set Top Ship 
KB 89? REM Ifl Ami IJM : \ 4A-? 10 4) 

TO 908 M«il -HQ : IMG-SH IP CM? ) : REM Access Mi 5 

sile Image For Missile B 
vh 981 FL#= 1 7 : S MT ~ H 3 : R E M Set Frame Length 

And Switch To On 
JO 982 M0D=128+16+M1 :REH Set 120(Stop Mra 

p Around] !6C5peedX2) i iacco^k Martin 
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9 position Indirectly* 
PS -503 CLH=N2 :CUL=12 : REM Collision Switch 

and Check value 
us 9*4 lhh=H6:LHV=134:REM Horizontal and 

vertical Movement Lengths 
RM WS PSH-1764:P5Y=176»:REH Initial POSi 

tion Fetched indirectly Fron These add 

rebses corresponding lo Player l 
ED 9*6 DIR=1ZB ;REW l2BCKait For Trigger 1 

> 4- a < ho up] 
eu 9*7 Mr go : REM One Of The Four Address 

es at GO Hill lie Cleared on a Cellisio 

n Causing A Sprite To SToP. 
pu 9*8 6FH=H0;OFv=z55:rem hp Horizontal a 

f f set, A vertical Offset 
uo 969 G6su6 20200 :rfh sotto* ship Left h 

issi le 

VD 918 MSL=N2l IHG~SHIP£H3> : REM Missile 2 

and next Data iMage Address 
f.K 912 nFH=6l60SU6 26286 ; HEM DottOM Ship 

Right Missile 
HI 928 HSL=Hl:IHG=SHIPt4J 
JH 9Z2 PSH=1765iP5Y=1769 
ET 924 OFX=H8:OFY=H0 

LJ 92* DIH=64+4;REM 64 C TRIGGER 2J * 4 CHoV 
e town! 

PK 93ft gbsuB 282ee:REK top Ship Left Miss 
lit 

VR **a H5L=M3; IHG=5HlP<51 

TB 945 OFX = 6 : GO^UB 26ZB* ■ REM Top Ship Rig 

ht MiSS 
■C 949 REM 

MT 958 POKE AUDCTL ,N8 2 NUH=NB : SPEE0-H1 ! K = U 
SR CH6XSE , NOISE , SPEED * HUH, EFF (HUH J I :REM 
Top Ship Laser 
MC 95S HUM=Hl7 H=USRfN0ISE,H0I5E, 5PEED,HUM 

,EFT(HUH1) ;RCH Ootton Ship Laser 
CS 9*8 HUM -HI ; Jt = U5R E BOISE , HOISE r SPEED , HUM 

, EF'F ihUMJI :PFM Slim Eaplode 
HH 999 REM f J MB—>liT3 

cc ibbb gosub 58oe;REH space siiwe 

KA 16SB GO SUB 470fl f REM Explode 51iW? 
HP 1055 IF OlftMZJONH OR DIE CH31 <>N0 THE 
H 1498 

GZ 1166 IF SCORl>=TARGET OR SC 0R2 >= TARGE T 
T HEH GOSUB 55B6: GOSUB 5560:GO5U(i 1566 
:G0TO 730 

PD 1490 GOIO 16B6 

IA 1499 REM I i'l A iif ;! I m 1 1 *li ' 1^3 

UL 15BB POSITION 6*10!? M '«™:i" I 
FN 1585 IF SC0Ri>=IAH6iT THEH * *H"i:GOT0 
1515 

AZ 1510 IF 5C6ft2>=TARGEt THEN ? i 

u 1515 ? * m HIB Ptnm ^m' ' 

TH 1526 OH PEEK £C0H50LK>6 GOTO i5Z8:RETU 

rn r rem wait For start Key 

£H 4499 REM fiflB"*'"™ 

OC 456B SCOR1-5CON1*±0: POSITIOH 26,N6i? S 

coriz" " 

5E 455B GOTO 4618 

KT 4G00 SCOR2=SCOR2+1B: POSIT IQH 32, N6:? 5 
CORZ 

KG 461B DIECSPR>=N1:REM Set Explode Flag 
BL 4615 RETURN 

IA 4706 FUR SPR=NZ TO N3 : REH Chech SliM* 
Sprites 

UD 47B2 IF DIECSPRl <> HO THEN 4750 f REM Exp 

lode wanted? 
flS 4784 NE KT SPR: RETURN 

JY 4756 lMG=FOEtOIEISPRfS i REH Actess Corn 
ect Fran* 

CD 4752 IF OIECSPRI-K1 THEN POKE EfFCN2J, 

Hi : RE H Turn on Sound Effect 
KH 4755 VMH-55! VMH-21GJREH MiniMUM Vertic 

at View Coordinates 
KT 4768 CLK=12»:C0L-H0:REM Collision Dete 

ction Off 



BL 



4765 flh=15:FHM-1 :REM Data Addesss,Fra 
hh Length.Ho. Of FraHes 
JU 4770 STK = H8 : STY -NO : LHX-HB ! LH Y -N8 : DlR-N 

0 S REH Routine Mill Just Plot Hot Hove 
HC 4775 P5H=H*EKti764 + 5PRJ :FSY=PEEK 11768+ 

^ pp.] ; rem Us* current Positions 
LIH 4776 IF DIECSPRJ>K1 THEN PONE MIDTM+SP 

ft, Hi: REH Double Width 
TF 4779 POKE PCOLR+ SPR , 1 4 i REM Turn White 
VF 4 786 GOSUB ?fl6*B:REH Plot prawe 
PF 47*5 DIE CSPR3 -DIEtSPRMNl :0H DIE £SPRJ t 

4 GOTO 47*4 
SR 479B tt = USRCADRtCL$»,PMfl*2S6 + l024#E5PP* 

25611s REH Clear Sprit* Strip 
4792 POKE EFFIN21 , HO J REM Sound Effect 



TF 



Off 



HH 

UQ 
YD 



4795 POKE HIT*SPR,U8:DlECSPR>-H8:<iOTO 
4784: REM Clear Explode in dicator 
4999 REH tIAtt a» mmum 

5068 FOR SPR = N2 TO H3 i HEM 5lil« IS Spr 

AS 5BB1 IF 61ECSPRJ-H* OMD CPEEK CHIT *SPR1 
=Hl OR PEEKCHIT+SPR1=H?> THEH GOSUB 45 

BB i rem Player i Score 

PS 5602 IF DIEC5PR1-H6 AH& CPEEK CHIT+SPR1 

=H2 OR PEENCttIT+SPBl=4J THEH GOSUB 466 

6 ; REM Plauer 2 Score 
MS 5B63 IF DIEtSPRl^NO AND PEEK tGO + SPRl— H 

B AMD PEEK £HIT*SPR>=H8 THEN GOSUB 5188 

: REM Hew Sliiw 
OF 5664 NEHT SPR t RE TURK 

UT 5100 YMN = 56:YMH- 2^16: REM MiniMUM MertiC 

ai View coordinates 
KK 51BS CLH=120:CVL=H0!REM Collision Dete 

ction Off 

YK 5116 IMC=F0ECH8> : FLH=15 ! FHM=3 ; REM Data 

Addesss ,Fra«* Length, Ho, Of rrawes 
HC 5115 ATP-KOJ ASP-16:REM Animation Type, 

An i nat ton Speed 
16 5120 DIR=l*fHT [RHDCHBJ*«3 : REM DireCtiO 

n 

WH 5125 OH DIP GOSUB 6160,6156*6268,6258, 

5360, 6358,6466, 64S8 
R6 SIM K = USR£ADR£CLS1 Jt PHB*256 + I6Z4*tSPR* 

756) 3 : REH Clear Sprite Strip 
LZ 5115 POKE PC0LR*SPR, 16B+ £SPR*N21 : REM S 

et colour 

HM 5136 DIE£SPR>-H8:P0KE Kit TH+5PR , N6 : REH 

Homal Width 
AD 5148 GOSUB 20800 : REM Set Sprite 
AU 5150 RETURN 
MU 5499 REM 
HP SS88 POKt HHIEK.H8:REM Turn o.s Off 
HM 55*5 POKE 54 B , 13B S POKE 549, 194: HEM Tur 

n Off Sprite Routine 
qr 5516 POKE 546,226:P0KE 547,192:R£M Tur 

n Off Missile Routine 
HL 5515 POKE 538, H6: REM Sound Off 

SSZ8 FOR C=H0 TO H3:SOUND C,HB,HO,B6;H 
emt c: REM Clear Residue sound 
5525 POKE HMIEH,64:REM 0,S *n 
AW 553* RET U RH ^ ^ g = rr»»fciH: 

fG 5688 POKE GRRC TL , HO : REM PHG Off 
JN 5605 F6R C-M0 TO 4 ! POKE GRAF +C , H8 I HEHT 
C : REM Clear player and Missile Strip* 

s Frow Screen 
HH 5618 FOR C-H6 TO 7: POKE HPOSNB +C , HO i HE 

ht c ; REM Clear sprite & Missile Hor i ro 

ntal positions 
US 5615 POKE DMACTL , 34 £ REM Standard Displ 

ay 

A U 5670 HtlURH 

Ut 6168 LHH-185;! NY=H*iREM Horizontal And 
Vert it d l ncvetwnt Lengths. 



TURN OFF 



ROUT i tif 



BC 



OP 



_ , 
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DH 6110 PSH=2i2 ; PSY-78+INT CRND CNQJ *1L51 !'B 
EM Horizontal And 6er1 tCOl Starting Po 
si t ions „ 

III 6115 STX--M2 ; STY^NB ; REH 5TCP Values 
ZR (aii'ti dim u;MF.M Actual Direction 
AS 6146 RETURN 

ka 614? wen iiriii^rnriM 

JK 6158 LHM=1SS : LMV-MB 

UI 615S PSM^4RiPSY=7B+INT CRNP CN8 ) *1 IS 1 

tJ 6166 STH=I*2 fSI¥ = li* 

MI 6165 DIR 2 

BB 6178 RETURN 

YT 61?? REH rTTiTKT=nTJ:i« 

KIT 6288 LNH=1B6:LNY=1B8 

JA 6218 P5X=44:PSY=6B 

HI 6215 5TX-N2 : 5IY-H1 

UD 6226 BIR = 3 

ED 6245 RETURN 

YB 624? REH [^EJ^lH^M 

6J 6258 LKK-16«!LNV=l«a 

X2 5255 P?«=2B4 : P5Y-66 

MD 6?fif STW=NZ :5¥Y-N1 

VD 6255 DIR = 5 

CD 62?S RETURN 

zu 6299 reh irriuu:u:fa 

Vb 5380 LNN=i#«iLNY-iae 

VZ 6382 P5K-44;P*Y=195 

LO 6318 STK=N2:5TY=N1 

HN 6315 DIR-1 

BQ 6346 RETURN 

AC 5349 REM GEEfdlUM ! 

BL 6368 LNX-168 ' LMY" J 88 

PH 6352 P5H=204fPSY-195 

M5 6354 VTK=H2; VTY=N1 

YR 6366 MR:? 

CF 6395 RETURN 

Bit 639? REH EEEH2a3R» 

ML 6468 I_NK=NB;LNY-196 

L6 6482 P5K=46+INTrRNDtM0**142] iPSY=46 

LO 6418 vtk-ii«; st V-K2 

HP 6414 DIR-4 

B9 6445 RETURN 

bo 644? reh ^ yjj:u:i»n 

XA &45B LNH-N8 3LN¥=198 

KY 6455 P5K=48*XNTCRttBCN0J«142] 1PSY=Z8B 
MP 6468 STB-N6ilTY=R2 
CO 6465 RIR-NB 
CM 6495 RETURN 

gc 169?? REM E[iigjt.»*aM : HHMIIiPH:! 
CZ 17886 DATA 184 , 184 , 1 3 J , 204 , 104 , 1 33 , 283 
,184, 184,133, 285*184 > 133 t 287,184 , 133,2 
05,160,0,132,209. 177. 286.56,233 
IF 17882 DATA 48 , 281 , 16 , 144 , 2 , 233 , 7 , 24 , 18 
,18, 18, 18, 133, 208* 280, 177 ,266, 56, 233, 4 
8,281,16,144,2,233 
EZ 17864 DATA 7,24,161,286,133,288,152,72 
, 164 , 289, 165, ZBB, 145, 283 , 238 , 289 , 1B4 , 1 
68, 288,196 , 285 , 288 , 264 , 96 
PR 19999 REH III 1MNB1 1 J 3i«:TIillw:ia 
UF 28688 K^US«C?PRITE, SPRITE, 3PR,PMB, IMG, 
FLH,FNH, ATP, ASP,DIR, LKH, LHV, MK, SI Y . YM 
N, YHH , PSX.P5Y.CLN, C VL3 : RETURN 
FL 26199 REH hi IBM H *6JN;»MII6<;i | 
XI 28208 «~U*R CHI9SIEE, HI5SILE,PMB*2S6, M9 
L, 5HT, HOD, OFH ( OFY, DIR, CLM, CML, LNX, LHY , 
P5K, PSY, IMG, FLU, 5TP , HIT1 : RETURN 
OF 2X799 REH til 111: J «M4!i I ! I ^rtiTiH 
HH 23B88 RESTORE LI*!? CHH? (1 ZS> ; "H^itdum 

Block At Line ";LH 
AO 21882 REA6 HX$ : *U U 5R CHEX , M* M, L£N <MK$> . 
ADRCHKSJ J :L = L CLENCMXSj /2\ i HEH-HEH+ CLE 
WCHXSJ^ZJ SOU I >*0 tiOTO 23882 : RETURN 
HP 2489? REH H J:> 8i48l i M'J fiH,r ■ MiI>IHAlTT3 
HP 24166 DATA 6868BD8686 1B6869C 9BDBSB6 968 
3EE86B6RR2562C68666FB18A283A?BB?R?7669 
DFC86CA16F7AE8686RCB506A967265CE4 68 
HP 24102 DATA 6B18AA0AAa6BB880?0065a99 968 
66B9??C0668689Rfl4O6586B?DA886Ba6B9DAC8 
66B689BB0069DB4B6A9BB9DB8O69BBC669B 

I 



HB Z41B4 DATA F C8668 &8 9DC6B6 686 B?D C 48 6?PC 
8B668&B?DCCB5?RP6066B68?DR4B6686B9&B80 
66668 9DDC066668?DE 8666668 9DE4 86 9DEC 

FP 24186 6 A T A 6618 7DC4869DC 4666868 9OE806? 
DFae61B7DCC869DCt:8fe8A9BF 4 866868 3686 E 88 
a8A/DF4a6 9DF4866B68?DFB86A9Sl 9D9 7 86 

PE Z41B8 PAtfl 66A283BDF4063B17ABBPFa#6D9O 
4D6Pe6eoe9766F8e9909DFC8fi8S*fl969766CAl 
BE1EB6E t F CBF8B4F 88 ABD 9 786088BFflF BS<4 

16 24118 RATA D 8F 24C5ZE. 41ABA 8 A A 86 ? ?C 66 BSC 
BB99D8685CCBCB60&FBI816&5CB7DA48685GBT 
862E6CC18B8D8F81BA90eaSCD8A6?646P?H 

TJ 24112 DATA 8685CEBGE 806 6 4 C F A 88 BFOB2R86 
4?B486DC005 3BeCA5CFDDEfle6B08^6DDC 86 988 
?6BA648B1CBA4CF?1CDE6CF68A8CA?SDDA4 

JY 24114 DATA 06D0D?F8B2O8D30DA606£9eiFB5 
S6EB6B6BB56BDB4869D8Be66DAC662 9FDD613F 
EBBB6BDBB86DDABB&P036A9B09DB6861696 

A3 24116 DATA 38B DBG86D8 1CF E B6&6BD8S86DD A 
806D02BfrEB8O6C9eiF885DEBO86A9fll9DBC86D 
80FDEBBBC»:L86Aa98i9DBB86A?8O9DBGBbBR 

LM 24116 DATA E4869D88D01 H 968 2689 Z1BBPC86 
G3 866BDP486B5CFD0059OC886F01EBPC886F01 
?DEC6866CCe86l6B96786FB83FEEC867DF4 

HU 24126 DATA 5 6 96 E466C6CFD8E2BDD6B6 8 5 D F 8 
0059BOfl06F01EBBDBB6r01?RED006B£C88618B 
?BF8 6F883FEF60676ea069DE8a6C6CFD8E2 

£E 24122 DATA B D R8 666 RB AO & C B 866 8 85 A ? OO 9 & 9 
786EBDB9ZBRAC064AA86DC8B6197802A8C96FF 
0eD29B34983r6ZC?B482?8 I P0 1 3 BCDBB6BD 

RK 24124 6ATA D C 6 6 DD E 80 5 F 8 1 ? PE E 86 68868F2F 
B11BCD8O6B8E006BOE806F0B6F F. F H66S868F2 5 
8A8 9B2?8C4 9eCFeD4 782?84Dai3BC6486BD 

TJ 24126 BAT A CS66DRE485F804PEE466B6P8F2F 
09QBCD486BDD 66 6 DD E406F891FEE486B-8DBF2F 
6B9 

EM 24199 REH tOTmWT^I'lTM: 1 4 IfJ 

AT 24200 6ATA 686B8Dei86666D00866BBD63e66 
8BD8Z865868Aft63669804866868?D86e66B6«9 
6eC06686e9Diae66868?Pl4868A9D18861B 

OH 24262 DATA 8 A AS68653086 1 88 AO A7P18659E) 1 
HHbhHbH fDiC 8668689028869024666868 9DZ88 
6902CB56B993186993 98668993866993806 

KL 24284 DATA 58994 I 069 94 98668994 8B&93 468 
668 9 9518666995 8866B689D50866S8D5DB66BB 
P5C86588O5F0568BDSEe618OO81O5AAAP08 

JI 24266 DATA 866? A4fiO?68 IE B 16 A966265CE 46 
8A283BD8486D866CAl8F84G5FE4C?83D65C8ai 
SBAA6BDZ4B6?D2 8e6BDZC:i6?D26e6e?3Be6 

CY 24266 DATA 993866B?3 98699 3 186894886994 
086694? 06 994 i 858 D88B62 9 OIF 8288? 3B8685C 
BB93186a5C€84GPA80B61CBA4CD??38O6B? 

AS 24218 RATA 488665CBB94 186 B5CC A888B 1C B A 
4C09?48B6A9B19BB486189082 9895BC10a684D 
1385389066B361CO6F64B4 8A883664884CD 

XJ 24212 RATA 4 AC6CP-L6F B 9834 A5D1 D8B98A I Bli 
981996086 98 2 2 AD 5D86F8BBS5CG A63C8685C BA 
9B091CB685F06F06DS5CCAO5E8685CB8A18 

KU 24214 RATA 690 1 91C8A9849D84 860818BE6B A 
?888DlED0l6 9862989FBDB4B6C^8?f B?7L 'J»4r 
B? JBD 1 *Bb7 9COI 817A868A988 3B1 488D6 8 I 

MR 24216 RATA &01B89B4B2FBO7 A9B396B4B66AD 
5A?B2?D64658A1 50 A AB ADB 3 866 98365CC B? -TBO 
685CDB?48B6B5CrA5CFlB7D1866S5CBA5CD 

MR 2421B RATA 1&7D8C86 9D84 D68A188 AA6B9S88 
685R8B9518685O1BC5806809S4BA5CB48A5CC4 
Bia90826eB4BlD8OeeBBlCB3664O61B9«8 2 

UN 24220 RATA 1 1CB 91CB881BERBD860629 7E4A8 
5CB4 8BO14B6 2 98 7B5CC180D0486C904D8eBA9e 
89R28669B2B86BR28B6FBIFA*C8ASCF1B79 

HO Z42Z2 RATA 6f 866SCF D66C6D8866 1887 A 988 9 
DZ886FOE3DEZB06Q3£61OOC&665C8189B8ZPfl? 
FBRZ0O6F0 1 F A4CC A5CD1879878685CDRB0C 

OF 24224 DA T ft BDBHBb 1 8 8 7 A ?B6?D 288 6F BE ? PE 2 
086C6CBlODCBAlB8AA8ASCF994866A5CD??3eB 
6BR28B5DB1EBDZ886P81 9A9639D64866B8 5 

5H 24226 DATA CC6BB5CB6B A8BP64663 1CB91CB6 
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FU 24223 REM felSmj.'M.HITRHTf I'D 

B6Bt«fiA»A69*lflBC©Sa9iCBBB66^1CBBfl6?45A 
Ba9«i91CBlffft5C»693ftBI>2BeZftSCCfr9ee*P 
S* 24ZJ2 frOtfl 29B2fl5eiBI>i*B26fll8?Bl4»BaeB 

ttu u e bob 0 000 b a e# a a ee o 000 0 000 000 0 000 0 a z 0 

anD2B0 205CBtiD>?30?ft5CClSVti5?0£A&BlCB 
RH DATA F0 J.1T8E901 3 *CBI8EBE004&0E2ft 

?H ZftbLdftZ 604 Al B0fl6**7ft*BlCB85e&CBBlCBB 

05 2*236 OATfl dBfl 3 ft90 i B40AB00B1C0C502I> 
0i/6Bft»044Bfl5CFC*0iB0e4ft»04B5CFO5CB4Bfl 
5GC4aC*BiCD85CBC*BJLCOB5C€rC0BiCDB5Dl 

HZ 24230 frflTA A0B8B J d B0SB80B8SC litBBSCBOBfi 
34SDi91CBflS»0C901F0eB60C5CFF886486Bfl4C 
FBlCDP00ta£iB6?BF*>*rtl0191CBt)0«BBS* 

HI 2424B DOT A C^04-D817C SB 1 C B-B 5CFB4D0B A 1 B6 
f i3ftBA5.CF?iCBft*D0IB*054D0E348A300BSOF6 
8C^BZFnBai:'>0 3DB2O'A50iB5CF9&4BEfrCCft0 

SO 24242 DATO 9f 05CF91CBC6CC6B0BC8B1 GfrBBC 
F*4De«A18e^JL JA8BiCBlB800BASCF9^BBD2fl4B 
0183017C?04fr«BFC«Bli:D8^CF04D00O10t»9 

JS 24244 DATA 03 ABO&CF *1C818O4D0 t6B4DB8 At 
B6?0FAgO&D091CBA?01 DH1L 

UP 384?? RE M Lmf'l i ~r1 i H_^ MJ '~g*'T f f'l 

MM 38504 DOTO 7 , 1*2 . 2 , 8 . I r « , 2 , 7% , 3 , 1 7* r 2 , 
65 , Z, 60, 3 , 168 ,2^0,2,55,3,166,2 , 5Q , 2 , 4 
5,3,164,2,40,3,167,3,160,0, ~Z 

DO 30505 DATA 2, 1 3 S , 2 , 0 , 1 , 1 , 2 , IBB. 3 , i7#, * 
r 95, 2,^0, 3. 168. 2,85,2,88 ,3, 166,2 , 75, 2, 
78,3,164,2,65,3,162,3, lb *> 1,- 2 

ML 3BMB HEM HMiliMCTHIEl^HimnT: 

FH SBSiS DAIfl B, 1 2 ,208,3, 140,4, 18,2,10 
8,3, 138, 4,18, 2,168,3,136,4,8,2, 140,3,1 
32,4,4,2, 1 15,3, 138 , 4 , 7 , 3 , 1 2 8 , 4 , 3 5 , 0 , - 1 
30749 RE If FTiTH * «- l*JB~ ISfJfM 

hD *»75fl DATA 0,8,0 f 0,184,238,255, 1.27, 254 
. . , 



,53,51,8,8,8, 8 
PD 38755 DATA 0,8,8,0,68,^2,254,127,254,1 

26,51 ,0,0,0*0 
OB 30'bB DATA fl ,0, 8, 8,*> 124,255, 254, 127,2 
39, 45 ,8,8, 8,8,-2 

i_u 30765 rem «si — i— ra""wi ; laaaj 

CC 38778 DATA 0,0,8,8,40,68.28,56,28,52,8 

,0,«,0,0, -Z 
AH 30775 'DATA 0,0,88,102,38,8,8,0,8,188,3 

■«9#«#j0)#a*-t 

VS 30780 DATA 138 , 1 95 , 67 , 8 , 8 , 8 , 8 , 0 , 8 , 8 < « , 

0,194,67,1 ^3,-1 

CF 38999 OEM hMIH 1 ~-1 ! H JB*HCfl 

JH 31888 DATA 12 9,153,189,255,255,182,8,0 

,8,8,8 

BE 31882 DATA 129,24,1*9,255,255,182,8,68 
,8,0,8 

CG 31004 DATA 129,153,189,255,255,162,0,3 
4,68,6,0 

55 318B6 DATA 129,24,189,255,255,162,8,68 
, 34 , 68 , 8 , -2 

ZR 31015 DATA 0,0,8,8*8, 162,2 55 ,2S5,1B9, I 
53 , 129 

GO 31618 DATA 0,8,8.68,6,102.255,255,189, 
24, 129 

H Kf 31820 DATA 8,0,58, 34,8,182,255, 255,185 
* 153, 129 

EJ 31822 DATA 8,68,34,68,8,102,255,255,1* 

9, 24, 12 9, - 2 

HO 31824 REM 1 »M l^"—ff;ii=i 

DF 31658 DATA 2,2,2,2,2,8,8,8,8,0,8,8,0,8 
,8,8,8, -2 

L5 31855 DATA 16,16,15,16,8,8,8,0,4,8,8,0 

,8,6,8,8,-2 
CT 31868 DATA 4,8,8,8,8,8,8,8,8,6,8,8,8,* 

,8^8,8,-2 

CtT 318*5 8 AT A 8,8,8,8,6,8,8,6,8.6,0,8,64, 
64,64,84,64,-1 

. . — — 



DTR - Range: See text 
A value from 0-7 

(0=L)p l=Up/ Right 2=Right 3= Down /Right 
4=l>own 5=Down/Left 6= Left 7= Up/ Left) 
Using a value of 128 would Select Joystick Control ISce ATP], 
add to thls:- 

+ 1 (No upwards movement) 
+2 (No downwards) 
+4 (No leftwards movement) 
+8 (No rightwards movement 1 
These values can be combined [e.g. 1+2 = 3, No Vertical Movcsl 

LNX - Range; J 255 

This Is the length to move horizon tally. When usingjoystlck 
control, this equals the coordinate at which the sprite will 
stop, when moving left 

LNY Range: I 255 

Tills is the length to move vertically. When using a Joystick, it 
is equal to the eoordinate at whieh the sprite will stop, when 
moving right 

STX Kange: J Jit 

Tills is a horizontal stepping command (e.g. 1 moves one step 
a l a time, 2 moves two steps at a time), in effect, It changes the 
speed 

STY - Range: X - i6 

Vertical Stepping, This value should not exceed the number of 
zeros that you have included at either end of your image data. 
If it does, t hen your sprite will not clear itself properly 
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YMN - Range: 32 212 

The sprite will not be plotted, unless It is higher than this 
vertical coordinate. When using a joysUek, this becomes the 
coordinate at which the sprite will stop, when moving upwards 

YMX - Range: 32 - 212 

The sprite will not be plotted, unless it is lower than this 
vertical coordinate. When using a Joystick, this becomes the 
eoordinate at whieh the sprite will s<"p, when moving down- 
wards 

In SLIME BLASTERS YMN and YMX were used to limit the 
slime to the area between the horizontal bars 

PSX - Range: See text 

Tills is the initial horizontal position (48-200). A value higher 
than 255 will tell the routine to get the position from this 
memory location (e g- 1650 will tell the routine to look into 
location 1650 lor the position) 

PSY - Range: See text 

This is the initial vertical position (32-200) Values higher the 
255 react in the same way as PSX 

CLN - Range: See iext 

If this is equal to 128 t then no collision detection will take 
place. Values should equal: - 
0; Player to Playfleld Collision 

2, Player To Player Collision (See TECHNICAL INFORMATION) 
CVL See text 

This is the value that the routine compares the collision 
registers with. 



For play Add collisions the value should be:- 

1 (Collision with Colour 1 . Loc. 7081 

2 (Collision with Colour 2, Loc. 7091 
4 (Collision with Colour 3, Loc. 7101 
8 (Collision with Colour 4, Loc. 711) 

These values can be added together. For example, in the 
INVADERS game, alien collisions with the shield were detected 
with a value of 1 1. which equals collisions with 1, 2 and 8. 
For player collisions the value should be:- 

1 [Collision with Player 0| 

2 {Collision with Player 1) 
4 (Collision with Player 2) 
8 (Collision with Player 3) 

These values t an also he added together. Onee a eollision is 
detected, depending on which sprite it is, one of the four 
locations at 1687-1690 Is cleared, stopping the sprite. Also t 
one of the four locations at 1788 - 1791 Is set to 1 . Indicating a 
hit. fa listing six. Location 1687 is assigned the variable GO, 
whilst 1788 is assigned the variable HIT. 

Seltiiu: S I X. STY, l,NX and LNY to zero will cause the sprite to 
he plotted and Immediately disabled, turning the routine Into a 
plolting routine. This is used to plot explosion frames, where 
horizontal coordinates can be found at location* 1764 1767 
and vertical coordinates at 1 768 1 77 1 . I"hese should he assig- 
ned to PSX and PSY (Sec lines 4750-4795). 



THE MISSILE ROUTINE 

The format for the missile command ls:- 

CALL=USR (MISSILE, MISSILE. PMB'256. MSL. SWT. MOD. 
OFX, OFY, DIR. CLISL CVL, LNX. LNY, PSX, PSY, IMG, FLN, 
STP, HIT) 

The parameters in this call are as follows 

MISSILE - Range; Not Valid 
See text for SF'KITK 

PMB*256 - Range: Not Valid 

This is the PMG base page x 256. equal to the PMG area 

msl - Range: 0 3 

This is the missile number 

SWT - Range: Not Valid 
This should be set to 3 

MOD - See text 

A speed value. In the range 1 - 32. should be multiplied by 
two. then ii you wish, add :- 

+ 128 = Stops missile moving off the top or bottom, then 
reappearing 

+ 1 ^ The routine treats PSX & PSY as memory locations 

Remember, the higher the speed the more zeros there must be 
In the missile image data 

FX - Range: 0 255 

This offset is added to the initial horizon I al position 
OFY - Range: 0 255 

This offset is added to I he initial vertical position 
MR See text 

A value in the range of 0-7 (See DIR in sprite routine explana- 



tion), then If you wish, add one of these values; - 
■+ 128 = Wait lor trigger 1 
+64 = Wait lor trigger 2 

CLN Kange: .Sec it'xt 

A value of 128 disables eollision detection, whilst a 0 lests lor 
Missile to Playiield collision and a 2 tests lor Missile to Player 
collision (Sec TECHNICAL INFORMATION) 

CVL - Range: See text 

Values tested lor are identical to the CVL in the sprite routine 
explanation. The relevant HIT location will hold the missile 
number ( I -4). that registered (he collision, useful lor scoring 
(See lines 5000 - 5004) 

LNX - Range: J 255 

The length to move horizontally 

LNY - Range: I - 255 

The length to move vertically 

PSX - Range: See text 

This is the initial horizontal coordinate of the missile (48-192), 
hut if a I has been added to MOD, then the value is treated as 
;i memory location. Kor example, by setting it let one of the 
players horizon lal positions (1764 1767), the missile will 
appear to have been fired from the player (See Lines 900-945) 

PSY - Range: See text 

Identical to PSX except for vertical player locations, held In 
1768-1771, and a normal position range of 32 208 

IMG - Range: See text 

This is the address of the missile irna^e data. Depending on 
the missile that you are writing da La for, the values are diffe- 
rent, each of the missiles are two hits wide antl possible dala 
values are:- 

MISSILE 0 : 0. I. 2, 3 

MISSILE 1 : f>, 4, 8, ] r 2 

MISSILE 2 : 0, 18, 32, 48 

MISSILE 3 : 0, 84, 128, 192 

FLN Range: 1 32 

ITtis is the length of the image data 

STP Range: Sec fcxf 

This value is ignored when it is zero, else it is assumed to be 
Ihe address of the four bytes, from which one is cleared on a 
eollision 

HIT - Range: See text 

This value is ignored when It is zero, else It Is assumed to he 
the address of the four bytes from which one is set to the 
missile number thai caused Ihe collision 

If you are detecting a missile to playfield collision, then STP 
and HIT are Ignored, When a collision with Ihe playfield 
occurs, one of the lour locations starting at 1832. will be set to 
ihe missile number ( 1-4) (hat caused it. Alter millions, mis 
sile horizontal coordinates can be iound at 1584. 1586. 1588 
and I K.i. whilst verticil co ordinalrs < .in hi- Iound at 1 600. 
1602, 1604 and 1606. for missiles 0 to 3 respectively. 
Missile eollision with: 

Colour 1 (Lot . 708) = 1632 
Colour 2 I LOC. 709 ) = 1633 
Colour 3 [Loc. 710) = 1634 
Colour 4 {Die. 711)= 1635 

All four missiles use the most recently entered STP and HIT 
values. In short you cannot have different STP and HIT values 
lor each missile. 
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TECHNICAL INFORMATION 

As the sprite routine stands, the collision detection works in 
EXCLUSIVE mode. As an example, a CVL value of 5. working 
In Sprite To PI ay field mode, would not stop the sprite until It 
had hit both, colours 1(1] and 3 (4), 

You may wish Ihe routine to work in N ON -EXCLUSIVE MODE 
which would, using the values in the above example, stop the 
sprite If N had hit either colour 1 Ul or colour 3 (4), 

As an example of the problems encountered using EXCLU- 
SIVE mode, if you played the INVADERS fiame you probably 
noticed your ship did not always die when it collided with an 
alien. This was because ship collision detection was carried 
out In BASIC, as using the routine would have meant that In 
order Tor the ship to die. it would have had to collide with all 
three aliens. Using WON EXCLUSIVE mode would have cured 
this, but would have also meant that the aliens would have 
exploded on hitting one of the buildings, as I wanted them tu 
appear to move in front of the buildings, EXCLUSIVE mode 
was used. 

To use the sprite routine with NON-EXCLUSIVE mode, which 
slops the sprite ifany ot (he eondihoii* lesled tin are true, 
enter (his line after the routine has been placed lit memory: - 

[LINE NUMBER] POKE [ROUTINE ADDRESSJ+212, 57: 
POKE [ROUTINE ADDRESSJ+214, 240 

To restore EXCLUSIVE MODE, which only stops the sprite il 
all conditions tested for are true, use; 

[LINE NUMBER] POKE [ROUTINE ADDRESSb-212. 
217:POKE [ROUTINE ADDRESSJ+214, 208 

The missile routines always operate in NON-EXCLUSIVE 
mode. 

Locations ; 

53248 53251 are Missile To PlayRcld Registers 
53252 - 53255 are Player To Play Held. Registers 
53256 - 53259 are Missile To Player Registers 
53260 - 53263 are Player To Player Registers 

A zero stored in 53278 clears all collision registers, but should 
not be used if the sprite and missile routines are detecting 
collisions- 

It you are going to test the above locations from BASIC, when 
also using the sprite and missile routines, then remember thai 
they can he unreliable, as in the INVADERS game. 

There are a couple of disadvantages to using ihe sprite and 
missile rou tines :- 

1 None Of Page 6 (1536 179 I) Is available, except for 

(1644 1664) 

2 liolh immediate and delerred VUIh are used 



SOUND EFFECT ROUTINE 

This routine can be used to play up to four sound effects 
simultaneously, is totally relocatable, runs in the vertical 
blank and is table driven. The roiUine utilizes the timer 2 
interrupt and its vector. 

To call the routine:- 

CALL=USR (NOISE, NOISE. SPEED. NUMBER. TABLE} 

NOISE - Range: Not in MoT 

This Is ihe address of the routine and Is entered twice 
SPEED Range: I 255 

The lower the value the quicker the sound is played. All effects 
take the last sperd entered 



NUMBER Range: 0 3 

This is the n timber of the effect 

TABLE Range; Not valid 

This is the address of the command table, the struelure of 
which is:- 

Ist entry: This should equal 0, 1 or 2 

0 and 1 are treated as a switch. 0 stops the effect, 
whilst 1 starts the effect from the beginning. If the 
effeel is currently playing when a 0 is stored as the 
first value. It will stop after reaching the end of the 
table. 2 tells the routine to treat the next three 
values in the table as follows; - 

Js* txi/ur?: Memory location low-byte 

2nd rxilue; Memory location high- byte 

To convert a memory location into low-byle/high-byte formal 
you use:- HlGH=INT (ADDRESS/256): LOW =ADDRESS- 
HIGLT256 

Variables cannot be used in data statements, therefore the 
high/ low values should be calculated prior to storing them in 
I J ATA lines. 

3rd value : Effect plays when this value is found in the 
previously defined memory location 

An example of using 2 as Ihe lirst value is:- 

[LINENo. ] DATA 2, 132 r 2,0 

With its second and third entries, it re tern lees. 132+ (2*256) 
=644. Location 644 holds the value lor trigger one, which when 
pressed returns a zero, hence the 4th entry. 

Next comes the actual sound command values: - 

0 - Should be put at the end of every command list 

1 - Should be followed by a channel number, 0 3 

2 Should be followed by a pitch value, 0-255 

3 - Should be Ibllowed by a volume /distort ion value: - 
Volume = Range: 0-15 

+ Distortion = O (Steam like sounds) or 32 (Machine gun like 
sound) or 64 (labouring engine) or 128 [Waterfall like sound) 
or 160 (Pure tones) or 192 (Airplane sounds] 
The values in brackets are only □ guideline, which vary with 
the pitch value 

4 - Should be followed by a delay value. 1 - 255 
Using this information with the last example: - 

[LINE No ] DATA 2, 132. 2. 0, 1, 0, 2, 100, 3, 170. 4, 50, 3. 168. 

3. 164. 3. 160, 0 

Starting with entry five:- 

1 , 0 Use sound channel zero 

2, IOO Set pitch value to one hundred 

3, 170 Use pure tone (160), then add a volume of ten 

4, 50 Etold tin' note for c ount of fitly 
3. 168 Quieten 11 

3. 164 And again 
3, 160 Silence 

0 Tells the routine to begin again 

Once this line had been TOKKd into memory and railed, the 
routine would wait for trigger one r then the effect would be 
repeated until trigger one was released. If you dont want any 
residue sound, then you must always silence your effect at the 
end of the table. Remember to give each new effect, up lo a 
maximum of four, a different sound channel. Otherwise one 
effeel will Interfere with another. 

Well, thaLs all there is, I hope you have found the past six 
listings useful and I look forward to seeing your effort* In NEW 
ATARI USER. 



30 Issu* 61 - New Atar i U*er 



Feature 



ERROR MESSAGES 



All you eight-bit owners out there will be thrilled to learn 
that I have written a new error code list to add on to 
your Atari manual. This is basically a translation of the 
Error Messages found in the back of your manual that you 
refer to when you or the computer make a mistake. These are 
the numbers displayed on-screen such as "Error 137 ', which 
when you look it up is Truncated Record - This error typically 
occurs when the record being read is larger than the maximum 
record size specified in the call to CIO. (BASIC'S maximum 
record size is 119 bytes.)" Huh? Maybe you don't really under - 
sUmd lhal 1ml wilh my new lisl ol' error message* von are 
going to be able to understand at least some of the computers 
Intractable mysteries. 

Error 2 - Insufficient Memory 

You are too ignorant to eeer understand the intricacies of a 
computer. 

Error 3 - Value error 

You fail to display the socifil principle or standards neces- 
sary to be considered a functioning member of the human 
race. 

Error 4 - Too Many Variables 

No wonder you can't organize your life. 

Error 5 - String Length Error 

77 it' length qf twine you cut is too short So use as a substitute 
for your shoelace, 

Error 6 - Out Of Data 

This is the nineties. You're still living in the sixties. (Peace 
and lave, brothers and sisters.) 

Error 12 - Line Not Found 

Just for a change, the computer is acting stupid, not you. 

Error 20 - Device Number Error 

First you must team how to count before numbering your 
deoices. 

Error 130 - Nonexistent Device 

It is necessary Jbr you to remember that you are only 
dreaming of getting a printer in the future. It isn't there yet, 
Bozo. 

Error 138 - Device Time-out 

Your printer need's to Interface with the coach. 

Error 141 - Cursor Out Of Range 

If the cursor is off the screen, how the hell am I expected to 
find It? 

Error 142 - Serial Bus Data Frame Overrun 

J hooen't quite figured this one out yet but I suspect it has 
something to do with people lying flat (VERY flat} on the 
pavement with lots of blood around. 

Error 144 - Device Done Error 

Another one of the few which you can blame on the 
computer. 



You don't really understand 
those error messages do you? 
Gordon F, Hooper thinks he's 
got them cracked though 

Error 167 - File Locked 

TWS keeps all you nosy people out. 

Error 171 -Invalid POINT 

Voir jj'ojh win many debates using these. 

Error 1&9 - SU Error 

SU stands for Stupid User. This is the source of 99.5% of 
computer errors. 

WHAT'S ALL THAT PRINTED 
STUFF IN THE BOX? 

II is a proven fact that when users complain of not being able 
to understand a program, 9 times out of 10 they have not even 
bothered to read the does. You'll have to trust me on [his one, 
but the one reason documentation is written is to explain the 
program. The manufacturer didn't pay someone big buc ks to 
do all that writing lor no reason. 

I am one of the worst offenders in this regard. It brings back 
frustrating memories of assembling various items. I have the 
1 1 Libit of not reading the Instructions until I have done some- 
thing which is un-doable, Why I don't read them in the first 
place and avoid I he problem Is one of life's unexplained mys- 
teries. 

II is simply an unstated fact of computer life that computer 
users will not read docs until after they haw -.n .md sr reamed 
obscenities al the machine for periods of up to half an 1mm . 
After they have thai out of their system*. 1 hey will sit down 
and look up (heir problems In the manuals' list of contents and 
turn to the page indicated to find oul what they're doing 
wrong. We computer users like to think we're more intelligent 
than the general population so you would think we would have 
enough brains to learn how to do something before attempting 
it with no Idea of how or what it's supposed to do. But then 
you would also think we d be smarl enough to play a game 
without becoming addicted to it. and we've all played games 
until the wee hours of the morning at cine time or another, 
haven't we? 

Speaking oflach of grey matter, why Is it that It takes a major 
disaster such as having typed for H hum s straiujil and (brgel 
ting to write it to disk or make a back-up before the new user 
remembers lhal the number one rule for computing is AL- 
WAYS MAKE A BACK-UP. Remember this the next time you 
wish to flush your computer down the toilet. 
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PICK A CARD 



i 



YOUR CARD IS ...? 

The NAU Mailbag column received the following leLler from 
Nigel Ludlow of Radslock, Bath: 

"f use Mari s Home Filing Manager quite a lot. I find it handy 
for addresses, etc. Today, when 1 loaded it. I imagine it partiaihf 
crushed, as ! /bund some of the information missing on most 
'cards'. For Uistance, the name and first line of the address 
haw disappeared' and the rest of the address has moi>ed up 
into its place. When this happened it also seemed to write a 
number of blank cards, something thai is supposed to be 
Impossible. 

t wasn't thai worried as I thought I could examine the disk 
scrfor Ijjj seciot tuul retrieve tiw information mai\uailu. utilising 
Disk Editor' (Page 6 PD Library disk 5). However, it seems 
Atari, in their infinite wisdom, have built in enough protection, 
even on a DATA disk, that I am unable to get around. 

Does anyone have any ideas on how I can circumvent this and 
get at mg data?" 

1 was surprised at Nigel's comment about "protection". 80 1 
decided to investigate further in order to provide an answer in 
the Mailbag column. It soon became apparent that the answer 
was going to he a long one which would take up a whole 
column, so my reply to Nigel has become this article. 



TAKE A CARD, ANY CARD 

[ booted up my copy of Page 6's PD Disk Editor' and pro- 
ceeded to examine the Home Filing Manager (HFM) manual 
that Is hold as a I (KM data file on [he reverse Hide of the HTM 
disk that was supplied with 1050 packages. The results of my 
investigations revealed that HFM data disks do not use the 
standard Atari DOS disk format with the directory starling in 
sector 361 and each 128 byte dala sector having 125 bytes of 
dala with linkage information In the last 3 bytes. Instead, on a 
HFM dala disk, sector 348 contains an index to the cards 
within (he file. Using the Disk Editor' utility, the hexadecimal 
display of sector 348 for the HFM manual begins as Follows: 



byte 
000 
00 8 
016 
etc, 



29 00 04 80 DD 00 OA 00 
10 00 14 00 1A 00 20 00 
£6 00 2C 00 32 00 37 00 



A PAIR TO OPEN 

Each pair of bytes holds a value In Least Significant Byte/ 
Most Significant Byte (LSB/MSB) formal. Each single byte can 
hold a value up to 255, so to hold values greater than 255. the 
number is broken down into two parts MSB (.the number 
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Allan J. Palmer explains I 
how to solve some problems 
if your Home Filing Manager 
cards are playing up 



divided by 256 and rounded down lo I he nearest whole num- 
ber) and L5B (the original number minus the LSB| - multiply 
the MSB by 256 and add the USB to get the value. The Atari 
stores the LSB first in a pair followed by the MSB. 

So. in sector 348, the first two bytes hold the number of 
'cards 1 in the file, in this case $0029 (hexadecimal) which 
equals decimal 41. Each of (he nexl 4 1 pairs of bytes holds (he 
start sector of each card In its filed sequence. Thus, the first 

card' starts in sector $0004 (4) (I'm Ignoring the 8' in byte 4 
for the moment I'll get back to it later), the second card 1 starts 
in sector i&OOHD (22 1), the third card' starts in sector $00OA 

1 101. and so on. 
Next, going to sector 4 (the start of our first 'card" in this file), 
the Disk Editor' hexadecimal display ends with the following 
line: 



byte 



120 



04 00 05 00 00 00 00 00 



Here, we find that bytes 120 & 121 hold the value of $0004 
|41 - the start sector of this 'card', and bytes 122 & 123 hold 
$0005 [5| - the nexl sector of this c ard s d;iia. Moving onto 
sector 5, we find that it s Disk Editor display ends with: 



byte 



120 



04 00 OS 00 00 00 00 00 



1 



showing lhat the next data sector for this card is $000b [(*]- We 
can follow this chain on through sectors 7, B and 9 In sequ- 
ence to where we find sector 9 ends with: 



byte 



120 



04 00 00 00 00 00 00 00 



This time bytes 122 & 123 contain $0000 [0] signifying the 
end of this card". 



\ 



WHAT'S IN THE CARDS? 

Pine, we ran now find where each card* is stored. Inlerpreting 
the data is slightly more tricky - and this may be where Nigel 
Lhonghl the data was "pro tec led". Lower ease characters arc 
easily recognised in the 'Disk Editor" display, but upper case 
and special characters aren't. The reason lor this I realised, 
after consulting "COMPUTE !'s Third Book of Alan, is that the 
'card* data Is not stored usintf ATASCII characters (which are 
readily decipherable in the Disk Editor' display), but rather 
using t he [CODE (Internal Code) values for each character. 
This value ts the number that must be POKEd into screen 
memory to display the character on the screen: the number 
also represents the order ol the charac ter within character set 
memory. 



MARKED CARDS 

J said that I'd explain why in sector -^48 the acluEil value held 
lor the start sector of the tirst data 'card' is $8004, not just 
S0004. This setting of the lop-most bit is Ihe means which 
indicates that a card" is "marked", which results in the paper 
clip focing displayed on screen when the particular card' is 
retrieved. 

Hopefully, the above should help Nigel to retrieve his data - il 
sounds as though the sector index and/or linkage has got 
screwed up somewhere, resulting in the si art sector of each 
'card" being offset from the true start position. 



REVERSED CARDS 

After carrying out ihe above investigations, 1 J'ound a program 
in the June 1988 issue of "Atari User ,J fVoL 4/no 2) by Gordon 
Sinclair which converts HFM files to standard Atari DOS text 
flies which can be read by a word processor program. Gordon 
did not describe the HFM file format in the text accompanying 
the article, but by working my way through Ihe BASIC State- 
ments, I found the results of my studies described above were 
confirmed. Additionally. Gordon's program reveals that bytes 

[OA lo 122 of sector on a HF-'M data disk contain Ihe file 
title. He checks for Ihe presence of a HFM data disk by reading 
bytes 43 lo 45 of sector 347 - a HFM disk should have the hex 
values E0 00 3F here. If the I IFM file contains more than 63 
cards, the Index in sector 348 continues into sector 34*J. 
Within a card data sector, 38 chreler lines of text are held in 
bytes 2 to 39, 42 to 79. and 82 to 119 (byte numbering starts 
from 0 as per the Disk Editor* display). 



MORE TRICKS 



in looking through other references. I found that Derryck 
Crokerfa long time Atari Classic owner) produced a utility that 
allows you lo prinl only a certain number of lines from HFM 
'card&\ set the number of blank spaces between cards, and set 
printer control codes - this utility appeared In issue 13 of l 8: 16' 
the magazine produced by the Bournemouth and Poole Atari 
User Group IBaPAUG). 

[a there anyone who can provide us with any more details on 
HFM? Are there any utilities waiting to be published which 
give us additional facilities for this useful Atari product? 



NORTH OF SCOTLAND ATARI USER GROUP 

PRESENTS 

FUTURA 

THE DISK MAGAZINE FOR YOUR ATARI 8-BIT 
ISSUE 6 - OUT NOW! 
ISSUE 7 - OUT 1st MAY 

[Please note from Issue 7 onwards Futura will onty be available direct from NOSAUG) 

Price: DISK £1.95 each (£11.00 for 6 issue subscription} 
CASSETTE/PRINTED COPY £3.95 each 
(£11,00 lor 3 issue subscription) 

Back issue disks 1 - S still available at only £1.50 each or £5 for all 5 
(Back issue cassettes £3 each or £10 for all 5) 

"Ati txt'tHm disk, wot I'dWfaf. and iton rVrj; n'Acif a an he dime by a dediwied nht group" 

PAGE 6 PD update 

"Art intiresiing mvttfstifmirf ami arm-trs" Allan Pain* r, K I t kA Mibsaihcr 
"Evm issue ef FtTURA is positive^ hrmminn viik gOtidia" Paul Rium, NAU !W 
-Art e.uellttit disk mg. Long live FUTURA!" Simon Roe, FUTURA subscriber 
"OiK cflli£ tending Aiari disk magazines" PAGE h PD updaKr ffl 

Become a Futurian and send now to: 
S,J, Murray, NOSALJG, 71 Walker Road, Torry. Aberdeen, AB1 aDL Scotland 
(Please make cheques 'PC's payable to S.J. MURRAY] 

THE A TARl S-fi/7 GOES MARCHING ON! 



TIGER DEVELOPMENTS 



NEWS FOR CASSETTE OWNERS 

A cassette is now available featuring MISSION ZIRCON, 
TARKUS AND THE CRYSTAL OF FEAR, BOING II and 
SPEED FOX, all fOr a Sawing t>f '14-dHrly £7 On the disk pfiCfi 

COMPILATION CASSETTE £7.99 

TRY BEFORE YOU BUY! 

The Tiger Demo is now available featuring playable demos of all our 
games, including our newesl release, LIZARD This PD disk comes 
wilh vouchers- worth up to £2.99 when you buy any of our products 
THE TIGER DEMO OiSK ONL Y £2 99 
Air our u&uai disk* me stltf available - see our advert tn rsst/e 59 

or send S SAE *or Ci*ti*t0SJl'O Pnrrs inrhidt? tlK pnxtiigr 

Please make cnequea-POa payable to Tiger Developments 
Send orders to; 

TIGER DEVELOPMENTS, 26, MENZIES AVENUE, 
WALMER, DEAL, KENT CT14 7QZ ENGLAND 
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TENTH ANNIVERSARY 
DEMO DISK 

Cetetorafe? with cyur n&w cJ&tmcD disk 

Dou&fo sid&d disk with a demos 
+ Scrolling m&ssctgets 
* Great Music 

Spinning logos and more 

Aii c/emos are in Basic with added machine 
code routines so that you can check to see 
how these rjreat effects are achieved 

A UNIQUE MEMENTO OF 10 YEARS ATARI SUPPORT 
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XL/XE PROGRAMMING 



Some Easic Notes on 



in 



Ann O'Driscoll introduces 
you to the various 
graphics modes so you 
can begin to write your 
own programs 



MENU SCREENS IN 
GRAPHICS 1 AND 2 

Graphics modes 1 and 2 use five colour registers numbered 0 
to 4 [memory locations 708 to 7121 and they can cater lor half 
the character set - i.e. 64 characters - at a time. Each of the 64 
available characters can be printed In any of 4 colours, with 
the 5th register (register no, 4; location 712) being used for the 
background colour. The different colour registers can be ac- 
cessed by the way the string is printed on the screen - capitals 
for register 0, inverse capitals for register 2, etc. You can also 
use CHI<$ and COLOR to select a character and register. These 
take the form PRINT CHR$(X] or COLOR X followed by a PLOT 
command where "X" is the ASCII number 

The relationship between colour registers, print type and 
ASCII numbers is shown in Table 1 . 

To change a colour in a register from its default value. Just 
use the command SETCOLOR n,C,L where V Is the register 
number (0-4), XT Is the colour you want (0-151 and "L" is the 



TABLE 1 : CHARACTER COLOUR REGISTERS 
IN GRAPHICS 1 AND 2 



REGISTER No. 


ASCII No. 


PRINT TYPE 


AND LOCATION 






0 (708) 


32- 95 


Capitals 


1 (709) 


0-31 


Lower case 


1 (709) 


96-127 


Lower case 


2(710) 


160-223 


Inverse caps 


3 (711) 


128-159 


Inverse lower 


3(711) 


224-255 


case 




luminance you want (0-14). Alternatively, you can POKE the 
shadow memory location for the register with (16*C)+L where 
"C" and H L" are colour and luminance values as before and 16 
is a constant- 



THE PROGRAM 

The listing shows a selection of menu screens which show the 
different ways colours can be used and characters printed in 
Graphics 1 and 2. All the screens use the START and SELECT 
console keys to move between and pick menu options. 

Menu One: The menu options, which are held as DATA 
statements, arc read and printed on the screen at rows 5. «. 1 1 
and 14 (LINE 1030). The CHR$|10| In LINE 1020 produces an 
asterisk using the lower case register 1 (location 709], This 
sets up the screen display. 

You press SELECT to move the asterisk. The variable RR 
holds the current row number of the asterisk and R holds Its 
previous position. LINE 1080 blanks out the old asterisk (by 
printing a space) before printing the new one at the updated 
location. 

Menu Two: The menu option names are printed out on 
rows 3, 4, 5 and 6 (LINE 2020), The variable R defines the row 
number for the current" or highlighted name. This is printed 
in a different colour to the other names and is updated when 
you press SELECT. LINE 2075 sends the program oil on a 
different (one line) subroutine depending on the value of R:- 
Thls prints the "'current" name in lower case (register l: loca- 
tion 709) and puts the previously highlighted name back Into 
capitals (register 0^ location 708). 

The "COLOR 35 In LINE 2030 identifies a "#" sign using 
register 0 (location 708) - This is printed around the screen 
using the PLOT and DRAWTO commands. 

Menu Three: Normally the 64 characters accessible In 
Graphics 1 and 2 cover the first two pages of the ROM charac- 
ter set. These comprise ASCII numbers 32 tn 95, which means 
you don't get control characters or lower case letters. You can 
access the second hall of the character set by using POKE 
756. 22(5 - This directs the computer to page 226 in ROM for its 
characters. Menu Three docs this I LINK :«)00). 



34 



Issue 61 - Naw Atari Ui 



MM 

RF 

AZ 



HI N H MENUS lit GRAPHICS 1 ft 2 * 
REM » by find 0'Ori5COl I * 

HEM * * 
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A Graphics 1 or 2 lower case screen puts hearts In all its 
blank spaces because the second half of the character set does 
not have a "space symbol. LINE 3010 gets over this problem 
by making the "hearts " colour register Lhe same colour as the 
background screen (viz, POKE 708,0 - the background at 
location 712 is already 0). Another solution would be to rede- 
fine a character as a space. 

The menu itself Is very Similar lo Menu One. Tills time the 
options are at rows 3. 4. 5 and 6 because we're using a 
Graphics 2 screen and CHRS(18) produces the symbol found 
on the CTRL R key. Symbol movement and option selection are 

[he- same hn Menu I 

Menu Four: The menu names are printed at rows 3, 6, 9 
and 12 {LINKS 4030-40) and the variable R defines the "cur- 
rent' row number. The subroutine at LINE 4100 draws a "box ' 



around the name at row R using the symbol and colour 
determined by the variable CC Spaces ICC =32) arc used to 
blank out the old' box and then plus signs using register 3 at 
location 71 1 (CC=l39J are drawn at the new location. 

JVext issue ... 
Graphics 3 to 7 and 
text in Graphics S 
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Software 



FANCY A ROUND? 



A round at the local golf 
club costs a packet so 
Patrice Robert tries out 
the game on his XL/XE 
instead 



This time I decided to have a look at all the golf games 
available for the Atari 8- bit micros. This idea took me 
after several (rials in thi^ sport, ] mt ;m Ihe real sport' 
Playing golf in France is much more expensive than in Eng- 
land, however and I wondered if 1 could recover the same 
feeling on my screen as I felt on the green. Well. I haven't been 
disappointed. For this review, I have separated miniature golf 
games from the "big" golf game. Although both are fun. its 
rather easier to compare them by category. 



THE EARLY DAYS 

My first try at this sport was via HA YUEN GOLF pro- 
duced by Hayden Book in 1983. The game Includes on-screen 
instructions where the computer asks a few questions and 
then draws (he first hole. When playing the game each hole 
has a top view and a side view at the same time on the screen. 
In the top view, you will ix- able to see ihe tee and Hag. 
Information for driving and putting is given on a status line 
(hole number, distance from hole, par. number of strokes). 

The computer then asks you the club you want to use. 
Answer by typing a number followed by W (for wood), or I (for 
Iron). The pitching wedge and the sand wedge being available 
by typing respectively 101 and 1 II. Next the strength (0 to 10) 
and the direction (by a value number hetween 0 and 'ABO) can 
be selected. On the green, as with most golf games, only 
strength and direction are asked, A help chart is also given by 
typing the letter C from the prompt Informing you the current 
score and displaying a list of woods and Irons and their 
corresponding average distances, 

The play field displayed from the Lo[) view o tiers a view wit I unit 
any trees. On the green, the playfield displayed is bigger 
offering a much better view of your situation. I finally disco- 
vered In playing this game that up to 4 players can play and 
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select their handicap. In some retailer's catalogues you will see 
this game called CHAMPIONSHIP GOLF. Remember it's 
a keyboard driven game! As to rny verdict „ 1 would say that It's 
not the best golf game but then it was produced in 19fc53f 



IT'S A FUNNY OLD GAME 



Next. I played GOLF CHALLENGE which is, in my 
opinion, one of the funniest golf games reviewed here. Why? 
Because the playfield is very simple although well designed, 
This one offers a top view including trees, water, greens and 
your player who has the same appearance as the tennis player 
from the Atari cartridge! You manipulate the player and make 
him walk near the ball and then make the club go round until 
it hits the ball. On the green, which increases In size when you 
enter it, the action is the same. It is the player's movement and 
the way he nil s the ball that makes this entirely joystick driven 
game quite funny. 



GETTING BETTER 

The following two versions of golf on XL/XE are of higher 
quality than the previous ones. 

1 much prefer MAXI GOLF produced one year later in 
1984 by Adventure International- The game comes on four 
disks and Is of top quality with great graphics and the real 
feeling of playing golfl This version is more sophisticated than 
the previous one because of the display screen offering a view 
of all the fairway, including trees, bunkers, sand traps, rivers, 
water plans, and even your player's feet. You can feel the 
difference by Just watching the presentation screen with cros- 
sed clubs supported by introductory music, The main charac- 
teristics of this game are the display of the golfer's progress in 
a chart and overall the nice top view of the playfield with 
several obstacles. This display of the game makes it quite 
attractive. The bottom of the screen offers data on clubs, 
strokes, wind, strenglh, length, number of shots, curve and 
direction. Another good point for this game is that il is joystick 
driven , 

You can follow the flight of your hall after your shot hoping 
that it doesn't hit a tree or fall in the water. This game is also 
differentiated from the others by the inclusion of a course 
designer giving you the possibility to build your own fairway. 



THE MASTER GA1 



E! 



Now for the grand master - LEADER BOARD produced 
by Access in 1986. This stunning version of golf really made 
me speerhless ihe first iime I saw il as I discovered a :i[> 



BACK ISSUES 



playfield and oul stand player' animation. Graphically une- 
qualled in the XL world of golf games, the 8-blt version gives 
the same feeling as the ST version. This jjame makes mc think 
of the Interactive CD machine, recently introduced by Philips, 
which has a golf game quite similar to LEADER BOARD. 

The only thing f wmikl have liked to see on the XL adaptation 
is the top view, which has been Included in many other 
adaptations of this game, as well as trees which don't appear 
in uui rrnrhiiir's version. In toy opinlm* rhis game is I he rnosi 
complete golf game for the XL/XE as you can play up to 4 
players with different levels (novice, amateur, professional) and 
select 18. 36. 54 or 72 holes (you must have a lot of spare lime 
ahead for this onet). On the information side, the game gives 
you everything you need; hole number, par number, course 
number, strength (graphically displayed), distance from hole, 
possibility of slice, wind direction etc. 

With the addition of LEADER BOARD TOURNA- 
MENT additional courses are available hue the playfield still 
has no trees and no less water (the InitiaJ version could make 
you think you are playing on islands!). 

There are some details in the Leader board's series that really 
give lilt to the game. The player's animation, of course, but 
also the effect of the wind directly shown and applied on your 
ball after your shot. There is also (he small Island displayed 
unrler vi nir player's lect il your hull has taller] in a corner of I he 
grass as well as the noise of your ball hitting the flag. If you're 
an 8 -bit addict as 1 am, you can't miss playing this game with 
friends and good deal of spare time. 



ALMOST THE LAST 

The last commercial XT golf game is FRO GOLF produced 
by Atlantis software which dates from 1 988. This version offers 
the greatest amount of options that can he defined. With a lop 
view oi'lhe playfleld* the game lets you choose if you want a 
ehamptonshlp or a practice run. a single round and medal or 
ehampionshlp tees, Then, you decide whether you want ran- 
dom or user defined ground (dry, wet ...). variable or constant 
wind as well as Its speed and direction. Finally, you select your 
club, direction and force of shot by pushing the two letters Q 
and P on your keyboard. If the top view Is not so well designed 
as in Max! Golf, the fun of it is that the computer displays 
comments after your shot - "in light rough good lie'' - for 
example. On the green, the display expands and the hole is 
drawn with complementary data showing the slope. 



A BONUS 



PROFESSIONAL GOLF, the disk bonus of New Atari 
User issue 39, offers an original concept. Not only can you plav 
up to four players, among trees and bunkers, displayed on a 
top view, but you are faced with a wide range of top profession- 
al golf players all over the world. Consequently, the scoreboard 
displays your position among the 38 other players (as in USA 
Cross Country Road Race). A built-in construction set option is 
also included for those of you who want to create their own 
fairways. 



The following hack issues of 
HEW ATARI USER are still available 



Issue 31 
Issue 33 
Issue 34 
Issue 36 
Issue 37 
Issue 38 
Issue 39 
Issue 40 
Issue 41 
Issue 42 



Issue 43 
Issue 44 
Issue 45 
Issue 46 
Issue 47 
Issue 48 
Issue 49 
Issue 50 
Issue 51 
Issue 52 



Issue 53 
Issue 54 
Issue 55 
Issue 56 
Issue 57 
Issue 58 
Issue 59 
Issue 60 



DISKS ARE AVAILABLE 
FROM ISSUE 14 ONWARDS 

BACK ISSUES are £2,00 *ach to the UK (Inc. past & packing] , 
£2 SO for Europe or surface mail elsewhere and £3.50 
for Mr Mail outside Europe, Prices include postage 
ISSUE DISKS are for iny 48k or 64k 8 bit Atari' 

Each disk b £2,95. Postage FREE to U.S. 
Overseas add £ I per order {any number of disks) 

Send your order to 
PAGE 6, P.O. BOX 54, STAFFORD, 5T16 1DR, ENGLAND 
ACCESS and VISA accepted. Telephone 0785 213928 



GOLF AT THE SEASIDE 

In the fun world of miniature! golf comes MINIATURE 
GOLF PLUS produced by Xlent software In 1985 and pub- 
lished on the Antie disk of June /July 1990 tVoL 9, No. 2). This 
game offers a close up view of the whole of the playfield, as it is 
smaller than in the real game. You have to use and include the 
borders in your strategy as in a billiards game. Your shot has 
to be well aimed and with the correct strength or your hall 
could come back to your previous situ a Lion. Direction and 
angles have to be seriously considered to meet the goal. Origin- 
al challenges are offered with different obstacles during play 
such as moving walls in the middle ol I he playfield If you don't 
want to play the set holes any more, you can build your own 
with the construction set option included. 



FOR THE PROS? 



1 don't know if Nicklaus or Halesteros played these games 
before earning thousands of dollars (I really don't think so), 
but there is, in these XL games, a version for earh of you. 
LEADEH HOARD for the fast player tfiat doesn't want to get 
more involved in the game and wants fun from the start, MAXI 
GOLF lor the more technical player that wants to see a larger 
playfield from the top view, PROFESSIONAL GOLF for building 
your own playfield, and MINIATURE GOLF lor the billiards 
player that wants to study the angles and direction In a 
smaller display T 

Mope to see you soon on I he green!!! 
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XL/XE PROGRAMMING 




As we all know very well, the Atari XL/XE defaults to 
light blue text on a darker blue background In Mode 0. 
Many Atari users would like an easy way to get diffe- 
rent coloured forty-column text into their own programs and 
indeed there was a letter In issue 46 of New Atari User asking 
for a program to explain how to do this. Although the words 
strictly not possible' and clever programming" were men- 
tioned it is actually very simple to achieve, although of course 
there are a few limitations! 



TWO COLOUR LIMIT? 

Firstly, Mode 0 only allows two shades of colour to be used; 
location 710 holds the value for the background colour and 
709 the text brightness. The resolution of the screen in this 
mode is 320x192. To achieve multicoloured text we must first 
use a mode which uses a lower screen resolution, and conse- 
quently, slightly chunkier graphics. Fortunately, 160x192 is 
adequate for this purpose and is used in many games instead 
of the normal mode 0 text However, whereas normal charac- 
ters are defined on an 8x8 pixel grid, these characters are 
limited to 4x8- One pixel must be used for a'blank column and 
row between the characters (otherwise the letters would run 
into each other), so only 3x7 pixels are actually available lor 
character data. This poses a few problems for certain wide 
letters of the alphabet such as the w or m\ but with a 
well-designed foot they can be made to look pretty acceptable. 
Some characters are even more difficult to achieve, such as the 

or #\ but we can t have our cake and eat it! Another 
problem is that each font holds 128 characters, so only three 
full sels oi 26 letters can be incorporated, lalthough inverse 
mode uses an extra colour register!) and even if the character 
se1 was larger, the Atari XL/XE only has five colour registers 
and one of those is for the background, so the limit Is four 
different colours of text per screen! 



CREATING A FONT 

Program 1 contains a data set for a multicoloured font and a 
save routine to put the font onto disk (or tape) very quickly. 
This font Is a modified version of the Atari character set which 
gives you four different colours for your text plus all the other 
normal characters Ipunctuation. numbers, ete.l except the 
Control characters (keyboard graphics). The control charac- 
ters 1 data has been replaced with another alphabet as have the 
lower case letters. Once you have typed in the program (and 
saved a eopyTt) run it and the new font will be written to disk 
as a 9-seclor file. To save the font to cassette, simply change 
the Tfc" to a C'" In both programs. 

The second program is used to load the created font and 
displays a message in four colours: yellow Inormal text), red 



Robert Stuart provides 
a routine to get away 
from those boring 
Graphics O displays 



(lower case text), blue Icontrol characters) and green (inverse 
control characters). The normal Mode 0 display list is altered 
to that ol a four colour mode for this program without lhe need 
to call up Mode 12 or 13. Possible uses for this font include 
coloured lext for adventure games, flashier intro screens, more 
attractive status lines for arcade games, and countless other 
uses for which monochrome text is unwanted. The four col- 
ours used in the above program can of course be changed to 
whatever hues you wish. Poke location 708 with 14 if you want 
ordinary white texl. Stick to a black background for your 
uLuHu-okiurrr] icxt and you 1 ]) have less problems, as the main 
characters (yellow letters, numbers, punctuation, etc.) have 
been specially smoothed out for greater clarity on a black 
screen. If more than four colours are needed, then a display 
list interrupl must be used, which would give up to four 
different colours on every screen line, but that's another story 
and another article! 
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USER 



IB OPEIi »1 , 4 , O, "D : MULTICOL , E»T" 
VU 28 POKE 858 ,7; POKE ©SI,*: POKE »!>J,H(l: 

POKE 856,8 SPOKE 857,4 
K J 30 HH=U5«fftDRe"KhhaLU0"l ^63 : CLOSE »l 
HU 48 POKE 39*71.88^011 r-I9974 TO 3**96: 

POKE F. 4: NEXT |- ; POKE 756,148 
MG SO poKE 788,228? POKE 709,54: POKE 710,1 

18: POKE 711,288 
HO GO ? CMR$ <1251 

CO TO P851TIOM 0,2:? " IS THE FT-HM 

COLOUR" 

PL 88 position 8,4;? " +Kis is * h * second 
colour" 

JH 98 POSITION e>*»i ? " »iH 
01J 180 POSITION 0,8 i? 

rp""" 



— 



— 



Program 2 - a font loader 



3* 



Isiue- 61 - New Atari User 



GU 
p V 

HQ 
TB 



irinm*f<.w.irr 



1 B V A 


OBERT 5TUAST 


L993 




JSEfl 



0 REM 

1 REM 

2 BEh 

3 RESTORE 5 t FOR F = 0 TO 1023; REAR NiPOK 
E 35840+F , M : MEKT F 

6 C« PSt til: OPEN Ol , 6, 8 , "D : HULIICOL .flit 



7 POKE 850,11:PDKE 852 , 0 ; POKE 951,1*8! 
POKE 856 , O ; POKE 357,4 

HN S XX = USR CADR ("hhhCLVH") , 16> : CLOSE HI 

KU IS RATA 8,fl,B,fl ( H,(l,fl,fl 

RC 12 DATA 16,16, 16,16,16,0,16,0 

LF 15 DATA 68,66,65,6, 8 , O , P,» 

AH 20 DA f A 68,60,160,60,168,66,68,0 

lb 25 RATA 220.64,60,220,20,04,226,0 

P¥ 30 DATA 196,116,20.220,00,124,60,6 

PF 35 RATA 2 20,60,220,16,244,60,220,0 

8N 40 DATA 16,16,0,0,0,0,0,0 

*e 45 RATA 52,16,16,16,16,16.52,6 

OB 56 DATA 28,4,4,4,4,4,20,0 

ZZ 55 RATA 0,60,220,84,220,66,6,0 

PP OR RATA 0,16, IS, 04,16, 16.0,0 

£ii os rata 0,0,0,0,16,10,112,0 

JU 70 DATA 0,0.0,04,0,0,0,0 

HO 75 RATA 0,0,6,0,16,16,0,0 

AO SO DATA 4,52,20,220,00,112,64,6 

UI 05 RATA 220,60,110,04, 116,68,220,0 

IL 90 DATA 48,60,16,16,16,16,04,0 

ZN 35 DATA 92,4,4,228,64,64,212,0 

MP 100 RATA 42,4,4,28,4,4,92,0 

FP 166 DATA 4,52,20,212,66,94,4,0 

IL LIO DATA 04,64,220,4,4,68,220,0 

HH 115 DATA 64,64,64,92,60,60,220,0 

■*k 120 RATA 04,4,4,4,4,4,4,0 

AX 125 DATA 220,60,60,220,60,60,220,0 

B A 136 DATA 220,60,60,212,4,4,4,0 

KC 135 DATA 0,16, 16, 0,16, 16,0,0 

5K 148 RATA 0,16,16,0,16,16.112,0 

HH 145 RATA 12,52,220,112,220,52,12,0 

KF 158 RATA 8,0,84,8,0,04,0,0 

UN 155 RATA 192,112,220,52,720,112,192,0 

AP 168 RATA 220,60,4,52,28,0,16,8 

RY 165 RATA 0,220,60,116,92,64, 220,O 

HP 170 DATA 220,60,66,04,66,68,68,0 

■L 175 RATA 92,66,68,92,60,60,92,0 

HB 1Q0 DATA 220,60,64,64,64,60,220,0 

PV 105 DATA 92,66,00,68,68,68,92,0 

AB 19D DATA 84,64,64,80,64,64,64,0 

VM 195 DATA 84,64,64,00,64,64,64,0 

50 200 DAT A 2 20,60,64,76,60,68,220,8 

SP 205 DATA 68,68,68.84,68,60,60,0 

UN 210 DATA 04,16,16,16,16.16,64,0 

02 215 data 20,4,4,4,4,66,220,0 

TE 220 DATA 60,110,92,00,92,116,68,0 

AZ 225 DATA 64,64,64,64,64,64,04,0 

DV 230 DATA 60,110,04,116,66,60,66,8 

TB 235 DATA 92,68,68,68.58,60,60,0 

HH 248 DATA 220,58,68,66,60,66,220,0 

E5 245 DATA 92,66,60,92,04,64,54,0 

AJ 2S0 DATA 220,66,00,68,116,92,212,0 

QU 255 DATA 92,60,68,92,68,60,60,0 

IN 260 DATA 212,64,64,220,4,4,92,0 

HE 265 DATA 04,16,16,16,16,10,16,0 

QC 270 DATA 68,60,66.66,60,00,220,6 

KI 2?5 DATA 68 , 60 , fro , 60 , 68 , 2 ZO , 10 , O 

UD 260 DATA 60 , 60 , 68 , 60 , 84 , 118 , 68 , 6 

UJ 285 DATA 60,60,66,220,60,60,00,0 

ZO 290 DAT A 60,60,60,220,16,16,16,0 

UB 295 DATA 64,4,52,220,112*04*64,0 



— 



_ 



BO 3flO DATA 20,16,16,16,16,16.20,0 

CO 3fl5 DATA 64,112,00,220,20,52,4,0 

KK 310 DATA 80,16,16,16,16,16,00,0 

06 315 RATA 0,220,60,0.0,0,0.0 

XU 320 RATA 0,0,0,0,0.0,84,0 

R0 325 RATA 264 , 1 I 6 , 04 , 04 , Z ?« . 48 . B , O 

CR 330 RATA 46,204,204,252,204,204,204.0 

PV 335 DATA 240,204,204,240,204,204,740,0 

GX 340 DAT ft 40 , 204 , 1 92 , 192 , 192 , 204 , 40 , O 

OE 345 DATA 240,204,204,204,204,204,240,0 

00 350 DATA 252, 192, 192 , 240,192, 192 , 252, 0 

US 355 RATA 292,192,192, 240,192 ,192,192 , 0 

AH 360 DATA 48,204,192,192,204,204,48,0 

TF 365 RATA 204,204,204, 252,2 04. 204,204.0 

KC 370 DATA 252,48,48,48.40,46,252,0 

KG 375 RATA 60,12,12,12,12,204,48,8 

PT 306 DATA ?«4, 284, 240, 240, 340, 204.204,0 

MP 385 RATA 192,192,192.192,192,192,252,0 

UB 390 RATA 204,252,252,204,284,204,204,0 

OS 395 RATA 240,204,204,204,204,204,204,0 

OV 400 RATA 40,204,204,204,204,204,46,0 

LG 405 RATA 240,204,204,240,192,192,192,0 

IV 410 RATA 40,204,204,204,204,240,60,0 

PZ 415 DATA 240,204,204.240,204,204,264,0 

U J 42fl DATA 60, 192,192,252,12,12,240,0 

HH 425 DATA 252,40,40,40,40,40,40,0 

TU 430 DATA 204 , 2 04 , 204 , 204 , 204 , 204 , 252 , O 

JU 435 DATA 204 , 204 , 264 , 204 , 204 , 252 , 40 f O 

HH 440 DATA 2 04.204,204,204,252,252,204,0 

DJ 445 RATA 204,204,204.40,204,204.204.0 

FC 450 DATA 204.204,204,40,48,48,46,8 

KM 455 RATA 252,12,12,48,192,192,252,0 

00 460 DATA 4 6,220,04,84,116,16,46,0 

UN 465 RATA 0,16,04,220,16,16,0,0 

UH 470 DATA 0,16,16.04,220.16,0,0 

VT 4 75 RATA o', 16 , 1 12 , 04 , 1 12 , 16 , 0 , 0 

TO 400 RATA 0,16,52,04,52,16,0.0 

PH 465 RATA 48,220.04.84,04,220,40,0 

YK 490 RATA 32.136,1X6,168,136,136,136,0 

HM 495 DATA 160 , 136 , 136 , 160 , 136 . 1 36 , 160 . 0 

ZF 500 RATA 32,130,126,120,120,136,32,0 

KB 565 DATA 160,136,136,135,136,130,100.0 

ZH 510 DATA 160.120,120,160,120,128,160,0 

UM 515 RATA 160,128,120,160,126,120,120,0 

VH 528 DATA 32,136.128,128,136,136,32,8 

UH 525 RATA 136,136,136,168,136,135,135,0 

EU 538 DATA 158,32.32,32,32,32,160,0 

ZH 535 RATA 40,0,0,0,0,136,32,0 

GH 540 DATA 136,136,160,160,160,136,130,0 

CG 545 RATA 120,120,120,128,120,120,168,0 

HI 550 DATA 136,160,160,136,136,136,136,0 

OS 555 RATA 160,136,136,136,136,136,136,0 

UM 560 RATA 3 Z , 1 36 , 1 36 , 136 , 1 36 , 1 36 , 32 , 0 

P5 565 ROTA 166,136,136,160,126,120,126,0 

RY 5 70 DATA 32,136,136,136,136,160,40,0 

LZ 575 DATA 160 ,136 , 136, 160, 136, 136, 136,0 

HH 560 DATA 40,120,128,160.8,6,160.0 

LB 505 RATA 160,32,32,32,32, 32,32,0 

HT 590 DATA 136,136,136,136,130,136,168,0 

HH 595 RATA 136,130,136,136,136,160,32,0 

AP 600 DATA 136,136,136,136,168.160,136,0 

SL 685 RATA 136, 136,135,32, 136, 1^6, I -TO. A 

IP 610 DATA 136,136,136,32,32,32.32,0 

UE 615 RATA 166,8, 0, 32 , 120 , 126 , 160 , O 

51 620 DATA 4 6 , 220 . 84 , 1 16 , 68 , 16 , 220 , « 

KE 625 RATA 16,16,16,16,16,16,10,0 

JN 530 RATA 84,80,92,115,68,12,0,0 

FU 635 RATA 4,52,212,04,212,52,4,0 

JO 640 RATA 64,112,92,04,92,112,64,0 

, 
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Disk Magazines 




MAGAZINE 



The floppy disk has become a popular medium for ex- 
changing news, reviews and topical Information among 
'specialised' computer users. The expense of printing 
magazines on paper has proved a major incentive for small- 
scale publishers to search for other means of communication. 
Dtsk mags can also act as a point of distribution Ibr the latest 
public domain software and are therefore readily accepted by 
users. I recently received the first four issues of a publication 
designed exclusively for the benefit of Atari owners. You may 
have heard (he name MEGA MAGAZINE, a disk mag created by 
Freddy OfTenga (aka Frankenstein) of 'Big Demo' fame and 
distributed by A.N.G. software of Holland. You may not have 
heard thai Micro Discount are now handling UK sales, thereby 
removing the hassle and additional expense of overseas 
payment. 

It s safe to say that Mega Magazine is unlike other disk mags 
you may have encountered. In common with most, each issue 
is supplied on a double-sided floppy and follows a fairly con- 
sistent format - side one contains a wide variety of textual 
material whilst side two Is reserved for program lilcs. However, 
the text part isn't as dull as you might expect. The disk boots 
up with an impressive menu system accompanied by excellent 
music. The articles load separately from disk and, due to the 
compression techniques employed, there is a LOT to readT The 
text viewer is extremely user-friendly and lets you scroll back 
and forth at different speeds, using joystick-controls. You can 
choose almost all the options with a joystick - the only excep- 
tions are console-key presses to silence the background music 
or toggle output to a printer, 

Regular features established in I he launch ismic include bints 
and tips for popular games, programming tutorials, demo 
reviews, a substantial Lynx section, a mailbag and a column 
especially for heavy metal freaks. There are twenty -seven text 
items In issue one with subjects ranging from 3D vector 
graphics to the story of the High Tech Team and what hap- 
pened to their Platinum demo. The flip side is packed full with 
challenging screen files designed for use with the Boulderdash 
Construction Set 

Among many articles in Issue two there's a list of illegal 
assembler opcodes, a review of the Black Magic Com- 
poser and full details of an Atari 6 -bit stereo upgrade. 
The Lynx section offers news, reviews and tips on established 
titles. Side H contains, by popular demand, no more boulder 
dash screens? Instead there are three excellent demos from 
Turkey. Norway and Poland with the usual mixture of scrol 
lers, music and special graphic effects Hove the Black Lamp 
music!), as well as a shareware archiver with full instructions 
so you can access several other compacted files on the disk. 
Some of these relate to the articles (for example, programs to 
use with the stereo upgrade) while others provide source code, 
utilities and pictures. 

Issue three investigates fractal graphics, hardware enhance- 
ments, compression techniques. CSS products arid much 
more. The fractals article is accompanied by a demo of the 
mandelbrol set and utilities to help you explore and create 
your own fractal drawings. Elsewhere there's a demo of a 
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Polish game called Tanks - it looks impressive! and :nm<hcr 
conventional demo from Turkey, There's more information on 
stereo enhancements and a source code listing from part of the 
Atari Expo II demo, so you earl find out how they do ii! 

The fourth issue takes a look at games from A.N.G. and 
Zeppelin Games, demos from various sources and 
Woslilm's Disassembler. It also investigates display list 
interrupts, happy faces and philosophical matters. As well as 
two lively demos the program section contains an innovative 
module player from Poland that uses sound tracker MOD' flies 
converted from the ST and Amiga. It's accompanied by three- 
example modules. There's a program to uncompact LZW files, 
one to check that your RAM banks are in working order and 
another that's handy for those who use a BBS to download 
disks as single files - it converts files to disks and vice versa. 

I could fill up the rest of the magazine describing the content 
but you will already realise that Mega Magazine is packed to 
the last byte with Information, reviews, programs, demos and 
almost anything to do with the world of Atari 8-bits. There ts a 
bias towards programming topics and issues of a technical 
nature though the authors are aware of the need to cater lor 
average' users. If you're exclusively interested In games you'll 
probably find it disappointing, 
Unfortunately 1 must end by drawing your attention to the 
warning which appears in the introduction of every issue. 
Mega Magazine contains some language that would not be 
considered suitable for children. Given that many Atari-owning 
children will find the remaining articles of great interest, and 
that many adults would prefer the offending material to be 
removed, it s a mystery to me why the Editor doesn't make an 
effort to clean up the magazine's content. Apart from this one 
drawback. Mega Magazine is truly amazingl 

MEGA MAGAZINE ts published by A.N.G. software, Ridderkerk 
sestrant 60, 3114 RK, Schiedam. Netherlands arid, distributed 
in the UK bu Micro Discount, 265 Chester Road. Streetly. West 
Midlands. B74 3EA. Telephone (02 1) 353 5730. The price is £3 
each for issues 1-4 or£10jor the set. 
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AD AX 



Another new game? This 
one, called ADAX, is 
an arcade adventure 
from Avalon in Poland and has 
been imported tu the UK by 
Micro Discount, who speciEil- 
ise in offering formerly undisc 
overed products. Although the 
program contains a few Polish 
screen prompts this is not a 
problem as the meaning is 
generally obvious and an Kn 
glish translation of the playing 
instmetlons Is supplied. 
Jt would seem that aliens 
have Invaded the nearby 
planet of Adax and the Space 
Detence Force have commis- 
sioned l heir mosl dependable 



J 



Title: ADAX 
Publisher: Avalon/Micro 

Discount 
Price: £5.95 
Format: Disk 

Reviewed by Pout Rixon 



(or Is that expendable?) em- 
ployee - that's you to investi 
gate (he situation. Jt docsn'1 
Lake you long to discover that 
I he nasties have constructed a 
military base and are planning 
to launch a massive attack on 
Earth itself. Needless to say, 
your new mission is to wipe 
out the 1 1Q and see the 
meanies out of town! 
The game kirks off', rather 
worryingly, in a style similar 
to Green Beret and similar 
shout 'em ups. There are 
dozens of guards lor your man 
to avoid and your platform 
jumping skills are vigorously 
tested. Fortunately, it soon be 
comes apparent that there's 
more to Adax than simply 
blasting the baddies. In line 
with all arcade adventures 
there are various objects you 
will have to And and utilise in 
order to successfully complete 
your mission. When you come 
J across a likely- looking box of 




goodies you can inspect the 
contents before deciding 
whether to keep or discard 
them. If you wish, you can 
swap a new item for one you 
already have. Missiles are 
obviously useful for dealing 
with the opposition's defences 
but you'll also need keys to 
access different sections of the 
base. Ultimately you're expec- 
ted to locate six floppy disks 
(hat contain the enemy's 
strategic plans (backups, what 
backups ...?) and plant a 
bomb In the power station for 
the grand h booming, finale! 
A great deal of effort has been 



invested in the visual design of 
Adax - there's no shortage of 
colour, detail and imagination. 
The game also benefits from 
good animation and clever fea- 
tures such as lifts and a high- 
speed transporter. The back- 
ground musk isn't had 
though a silent mode can be 
chosen if preferred. 
Well, I'm impressed! Adax Is 
an all round high quality pro- 
duction with enough action 
and intrigue to ensure you 
won't lose interest in a hurry. 
If arcade adventures are up 
your street, this is one you 
won't want to miss. 
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DOING II & SPEEDFOX 



♦ BLUNG II* 



Originally launched as 
separate budget - 
priced disk games, 
boing II and Speedfox can now 
be obtained from Kent -based 
Tiger Developments in the 
form of a single compilation. 
The first version of Boing, 
which was Included with one 
of the Excel disk magazines 
(see NALJ issue 59). ran along 
similar lines to Honnder a 
popular jumping game on 
various micros and known to 
Marians in the guise of Grem- 
lin's Trailblazer. Boing II is 
based on a similar principal 
but also includes a shoot 'em 



up element. The game is a 
horizontal scroller and your 
joystick Controls a small 
bouncing ball as it (ravels on a 
lengthy Journey over hazar- 
dous territory. You must take 
care not to fall through gaps 
into the sea or collide with 
alien matter, since either 
event will result in the loss of 
life. You can shoot at the 
attacking nasties for tempor- 
ary respite though ammuni- 
tion is limited. Luckily there 
are bonus squares providing 
such useful effects as addi- 
tional ammo, smart bombs 
and limited missile- protection. 



The graphics mid sound 
effects are adequate. Boing II 
is a simple but addictive 
game, and ifs worth persever- 
ing to experience the later 
levels (or you can use cheat 
mode instead!] . 
A highly advanced parallel 
universe is the setting for 
Speed Fox, yet another game 
that has been justified by the 
need tu save innocent citizens 
from an imminent alien 
attack. In contrast with the 
Imaginary universe, the screen 
design Is actually rather basic 
- each level Is presented as a 
single screen. Your object tve is 
to zip around the playfield col 
lecling enemy cells (Lhey be- 
long to a genetically en- 
gineered monster, apparently) 
whilst avoiding the unrelent- 
ing cross-fire from two alien 
spin eships positioned cithci 
side. A time limit adds to the 
challenge and there are bonus 
pills on offer to give you spe- 



cial powers such as jumps 
and temporary shield. Due to 
the rapid speed of action and 
the fact that your ship is li- 
mited to vertical and horizon- 
tal movement, Speed Fox is 
not an easy game to contend 
with. It may not be long be- 
fore, like me, you decide to 
re -boot and try another round 
of Boing II instead? 
Boing II is a reasonably en- 
tertaining game though Speed 
Fox is unlikely to hold your 
attention for long. Cassette 
users presently miss out but 
Tiger Developments have hin- 
ted at future plans to offer a 
compilation tape of their re- 
cent releases. 



Trie; BOING II & 
SPEEDFOX 
Publisher: Tiger Developments 
Price: £4 99 
Format: Disk 

Reviewed by Pout Rixon 
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This straightforward 
puzzle should be 
familiar to PC users 
since a very similar game 
known as Minesweeper is 
bundled as standard wiLh 
copies of the multl- tasking de- 
sk l op environ merit Microsoft 
Windows 3. 1 It must be one 
of the most frequently played 
games at the expense of com- 
mercial organisations! 
The player of BOMB is faced 
with a large grid of rather dull 
squares and a Joystick oper- 
ated cursor. The object of the 
exercise is to clear the grid of 
dangerous mines which have 
been concealed under some ol 
the squares. By placing the 



Tfttei BOM& 
Publisher: Ke-Soft 
Price: DM 14,60 
Format; Disk 

Reviewed by Paul Rixon 



cursor on a square and press- 
ing either the space bar or 
joystick trigger you must de- 
cide whether the underlying 
territory should be designated 
a mined or sale area respec- 
tively. To help you in this 
seemingly foolhardy task the 
safe areas, once revealed, are 
labelled with numbers repre- 
senting the quantity of mines 
in the immediately surround- 
ing squares. Once youVe suc- 
cessfully cleared a small por- 
tion of the grid you can apply 
certain rules of logic to replace 
the element of guesswork that 
would otherwise be required. 
For example, if you unearth a 
mine with an adjacent safe 
square labelled ' 1 \ there can 
be no more mines surround- 
ing the latter. 
You ve got to move quickly 
since your time allowance is 
limited. It doesn't pay to take 
chances - if you fail to correct- 
ly identify the nature of a 
J square the game is abruptly 




ended. At first the task seems 
almost Impossible but addic- 
tion sets in as you gradually 
improve your playing techni- 
que. You can move up through 
a total of twenty levels, the 
later stages offering differently 
shaped grids constructed from 
a greater quantity of squares. 
Eventually it becomes more a 
case of luck than Judgement! 
Graphics are no more than 
functional (the ail-too- fre- 
quently experienced game over 
sequence is particularly unim- 
pressive) while a reasonable 
tune accompanies gameplay. 
Unfortunately my copy of 



Bomb contained a small bug 
that came to light upon the 
completion of a dozen games. 
The program froze at t he start 
of the thirteenth round and 
refused to accept Inputs - Ke- 
Soft have assured me this will 
be fixed in the release version. 
Bomb is not one of Ke-Soft's 
most prestigious efforts but 
it's an addictive puzzle, none 
the less, 

A l present it's only available 
direel from Germany so you'll 
need to check the exchange 
rates before ordering. Drop 
Ke-Soit a line and they'll send 
vou the latest price list. 




PLAYER'S DREAM III 



tin 



Ke-Soft have now re- 
leased three disks In 
their Player s Dream 
series of compilations. The 
first instalment (see NAU Issue 
53) is presently the only one 
available with English Instruc- 
tions, though Ke-Soft are well 
able to provide a translation if 
there's sufficient demand. 
PLAYER'S DREAM III compris- 
es three games though at pre- 
sent only two will interest the 
majority of British players - 
the third Is a German only 
text /graphics adventure. For- 
tunately the other two prog- 
rams. Jump and Overblow, 



contain English messages. 
Jump is a revamped version 
of a very old arcade game 
that's intended to stretch your 
powers of eye- to hand co-ordi- 
nation. The joystick com- 
mands a ball which is perched 
on a platform constructed 
from four small squares. Every 
few seconds a tile at the end of 
the platform dissolves and 
subsequently reappears some- 
where around the front, giving 
the effect of movement in a 
snake-like fashion. To avoid 
losing the ball you've got 1o 
ensure it keeps rolling to the 
front of the platform. On the 



first few screens this is rela- 
tively simple but when the 
game speeds up your reac- 
tions are severely tested! 
There are several opportuni- 
ties to obtain bonus points 
though on higher levels (there 
are fifteen altogether! but the 
score will probably be the 
least of your worries! Jump re- 
lies cm simple graphics and 
sound, but the game is sur- 
prisingly addictive. 
Overblow is a rather unusual 
two-player strategy game that 
combines a hint of Othello 
with a fairground scenario! 
The players take turns to 
place coloured balloons on a 
large grid and aim to end up 
with the highest number of 
their individual colour. If de- 
sired, a player can choose to 
inflate one of the existing bal- 
loons. After several "blows' I he 
balloon explodes and spawns 
new balloons in the four adja- 
cent positions. These may 
already be occupied by oppos- 



ing balloons, which are there- 
by transferred to the current 
player, or similar balloons 
which are then inflated in the 
same way as before. With 
careful planning it s possible 
to set off a chain reaction and 
radically change the grid's 
complexion in a single move! 
Overblow is much, much 
easier to play than it is to ex- 
plain. True two playei #»mes 
are few and far between but 
this one is a fine example. 
Despite the inclusion of a 
German adventure Player s 
Dream HI is well worth investi- 
gation > Overblow Is a nice 
game for two players while 
Jump provides a useful 
bonus. 



Title: PLAYER S DREAM III 
Publisher Ke-Soft 
Price DM14,80 
Format: Disk 

Reviewed by Paul Mxon 
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LIZARD 



Tiger Developments' 
latest production is a 
horizontally scrolling 
shoot em up with a host of 
added complications. The 
game is a combined effort by 
Neil Ottaway - the man re- 
sponsible forTarkus and Mis 
sion Zircon - and Robert 
Stuart of Excel disk- mag 
fame, who also knows a thing 
or two when It comes to de- 
signing computer graphics. 
Chances are you may not 
have heard that members of 
the Reptilian System have for- 
med an alliance and are all 
geared up to invade the Earth 
in order to set up breeding col 
onies. Now that you have, 



Title: LIZARD 
Publisher: Tiger Development 
Price: £4.99 
Format: Disk 

Reviewed bv Paul Rixon 



you II surely want to play your 
part in del ending mankind! 
Your joystick manoeuvres a 
jet -packed character who Is 
not unlike the one In Mission 
Zirc on - for some reason L find 
his mEinner rather unconvinc- 
ing? ¥nu scroll in cither 
horizontal direction through 
the alien world which is de- 
fined by a stunning assort- 
ment of colourful bac kdrops. 
Robert Stuart has really gone 
to town In providing as many 
rolours. (ibjrc-1 v patterns and 
features as you could possibly 
hope to encounter. There are 
dozens of obstructions to 
negotiate though it's some- 
limes difficult to know where 
I hey are until you hit them! 
The continuous waves of 
space-invader style nasties are 
rather more conspicuous, but 
no less hazardous. The best 
policy may be to keep your fin- 
ger firmly on the fire button 
and hope for the best! 
J Despite its Initial appearance 




Lizard is by no means a 
straightforward blasting ex- 
pedition. Whenever you get an 
opportunity you should look 
out Ibr solar panels that must 
be destroyed to disable the 
enemy force fields. You should 
also Investigate objects that 
may contain bonus points, 
power, bombs or a gun. Your 
current weapons, including 
space-bar operated smart 
bombs, are shown on a status 
console below the scrolling 
window. As if you didn't have 
enough problems you've got to 
collect up letters and arrange 
them in a colour-coded group. 



The letters form a password 
that will enable you to log onto 
a computer terminal, in order 
to obtain a mega-gun that 
you'll need to tackle the tyrant 
beast on each planet (a Lizard, 
maybe?). Phew! Alter the first, 
there are four further levels to 
complete. 
Lizard is a very challenging 
game and, apart from the 
gripe 1 have about the unpro- 
fessional appearance of the 
central character^ is a 
graphical success. Tiger De- 
velop! t ictus' sn I i wnir improves 
with every release - this is 
(heir best vet! 




HANS KLOSS 



Dwindling 8 -bit sup- 
port in the UK seems 
to have been coun- 
tered recently by an upsurge 
of activity overseas. In parti- 
cular, Poland has unexpected 
ly emerged as a valuable 
source of high quality soft- 
ware. A fine example is HANS 
KLOSS - an arcade adventure 
from Avalon of Poland Impor- 
ted to this country by Micro 
Discount. It's similar In nature 
to Avalon' a Ada* which Is also 
reviewed in this issue. The 
prnifram texl is Polish bul 
translations are listed as part 
of an English Inst met ion 



leaflet. 

The plot unfolds during the 
height ol World War II, Hitler 
has instructed his scientists 
to develop a new, powerful 
missile that will thwart any 
plans the allies may have of 
putting a stop to his reign of 
terror. Fortunately, allied In- 
telligence have located the 
underground hunker where 
the missile is to be buili and 
launched. ITiey have now de- 
cided to urgently despatch 
their most experienced and 
successful secret agent alias 
Hans Kloss, to infiltrate the 
complex and destroy all re- 



levant documentation 
Your part in all this Is to help 
Hans Kloss obtain nine pic- 
lures and twelve other docu- 
ments, all of which are posi- 
tioned deep in enemy territory. 
You will need to look out for 
keys, since there are many 
locked doors in your path. 
You'll also need regular sup- 
plies of Ibod and drink to re- 
plenish your steadily depleting 
reserves. There are numerous 
lifts to help you get around 
but also some nasty traps to 
catch you out! Conspicuous 
nasties aren't too difficult to 
overcome bnt trip -switch oper- 
ated sniper fire is a real killer! 

L'ht- main playing window 
occupies about two thirds of 
the total screen area, the re- 
mainder being used to Indi- 
cate your score, health and 
number of items collected. The 
pleasantly detailed scenes Hip 
as you walk or jump through 
screen boundaries. Animation 



of the central character, who 
is rather green to say the 
least, is good quality stuff, The 
lifts scroll smoothly and the 
Joystick controls feel respon- 
sive and comfortable. A good 
sound-track accompanies the 
action - for once I preferred 
not to turn it off! 
Without doubt, Hans Kloss is 
one of the best arcade adven- 
tures lo hii I he Alari world W 
ages. I blame it entire-ly lor 
missing the copy deadline this 
issue! If there Is sufficient In- 
terest in this game and other 
recent imports, there are 
bound to be more in the fu- 
ture. Isn't It lime you gave 
yourself a treat? 



Title: HANS KLOSS 
Supplier: Avalon/Micro 

Discount 
Price: £5.95 
Format: Disk 

Reviewed by Paul Rixon 
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QUIZ 
TIME 



The initial concept lor this article came from an enquiry 
by Paul Robinson. Ho has written a quiz program for 
young children arul wanted lo make it more challeng- 
ing by selling lime limits on Ihe answers. Initially I weis just 
going to send a quirk reply lalking about the built-in timers in 
the Atari operating system, but then I thought a bit further, 
and realised that t hf pruhlem was nol so very easy. A straight 
forward timer is ihj! difficult lo implement, but a timer which 
will display continuously on srreen while something els** use- 
ful is being done by the computer its rather more difficult in 
Basic, So I thought I had belter prove my concept by incorpor- 
ating It in a little general knowledge quiz of my own. It works, 
as you will see if you type in the listing. 



THE BUILT IN TIMERS 

The fundamental principle of [be timing is in memory loca- 
tions 18. 19 and 20. Together these three can make quite a 
useful clock, with accuracy that Is good enough for most short 
and medium time requirements, though they are probably not 
accurate enough for a cloek lhaL runs day in and day out. 
Location 20 is the first part of the timer. It counts up in jiffies - 
[bat is fiftieths ol a second in the UK and sixtieths of a second 
in the USA. The difference must have something lo do With 
eleel ric mains frequencies and the refresh rales of television 
sets (also 501 \y. here and 60 Hertz in the United Slates), This 
counter counts up from zero to 255 and then resets to zero as 
location 19 increments by one. Similarly location 18 incre- 
ments every time memory location 19 gels to 256 and resets in 
its turn to 1. 

You can work out that location 20 counts from zero to 
255/50 (5. 12 seconds! and then resets so location 19 counts 
In Intervals of 5, 12 seconds to 5, 12 # 256 11310,72 sees or 2 1 
minutes and 50.72 sees), location 1H only increments every ill 
minutes and 50,72 seconds, so it does not reset until 93 hours 
12 minutes and 24.32 seconds have elapsed. Tills should be 
quite enough lor any Atari application, so t will not try to work 
out a routine that takes account of the clocks all resetting to 
zero at that lime. 

This clock system can be used in Basic programs by PEEKing 
Isiue 61 • New A«an User 



locations (18). {19] and (201 and then pcilruining a lilllr ai.ir.hr 
mattes. Lines 600 and 001 of the listing turn the peeks Into 
elapsed time in whole seconds, 1 could well have left oli1 the 
PEEKtlK] term lor use in this program as I would nol expect lo 
give anyone more than 1 1 minutes to answer a single question, 
lull including it gives you a more general ease lor modification 
and use in other programs. 



PROGRAM FLOW 

The other aspect of timing using Basic that has to be consi- 
dered carefully is program flow. The main loop of the program 
must iterate reasonably quickly and continii<n i - l\ aid each 
iteration must have an element that redraws the clock counter 
to the current setting. If the program iteration stops for 
instance to gel an input by INPUT or GKT the updating of the 
clock display will also stop. Of course the timers keep running, 
but if you cannot see where (hey have got lo they are not much 
i ise 

So. If we must not use INPUT or GET for keyboard input, how 
can we make the program interactive? [ made the quiz multiple 
choice so that a single key press could be used for an answer- 
Now, the answer lies In the subroutine lhat starts at line 800. 
What this does Is look in memory location 764 to find the code 
of the last key pressed. If no key has been pressed (he value is 
255 all the other keys have different values called keycudc 
values. Unfortunately these values are neither the same as Ihe 
ATASCll values (that Is what you get from the ASC function], 
nor the same as the 1CODE value (that Is the value you have to 
Poke inlo screen memory to display a character on screen!, 
and your Basic manual will nol tell you either. There is a book 
called Compute's Third Book of Atari which has a whole 
Appendix devoted to the various keyeodes, but I don't know if 
it is still available. Ynu will just have lo find the codes for 
yourself The very short program listing will help. For the 
benefit of this qui/ with a choice of three answers we only need 
to know that pressing 1 results In a value of 31 . '2 gives ;i0 and 
.'j gives 20 We read the value into variable KEYP in line 800 
and then set the variable IN to 0 Ino key pressed), 1, 2 or 3 as 
appropriate, finally loealion is rcscl lo a value ui '255 
before reluming from Ihe subroutine. 

All this may sound a bit complicated, bui it allows the 
program to keep recycling through lines 1 10. 1 15. 120. 125 and 
the subroutines they call until a key is pressed, and In each 
cycle the LOOKUP subroutine at line 600 updates the timer. 
When a key is pressed the timer slops. 



MO i HEM MM W W W I f i f M I WtMHMHHHMHHHBWMWWWMWW I 

CR 2 REM * rUTORIAL 5U&ttOUt tHf * * 

YO 4 REH * OUIZ WITH COUNTDOWN TIMER * 

HU 5 REM * by * 

CO 6 REM k ian FinUyson * 

Ofj 7 REM * » 

EZ 9 REN * MEW ATARI USER - APR 1??3 * 
WW REM KW NI TlC MI IKK IIi iWl l MM M MllK W MKWl i MWMMKW 

AY 10 REN 

KZ Z8 DIM YSC1> : RE SET^SOO : L OOK UF>~*00 : * F Y - 

7M 1 1 JHCEV-MS 

fO V 1 DfM OS £J6> , Ai£ C121 P A2SC1ZJ , A3S(12J 

JL 33 ? "H+t+MUL TIPLE CHOICE RUIZ " 

BF 32 * i? » PRESS AMY KEY TO 5T<Mt 

T" 

ACS 40 GO^UB KEY 

JHt SB READ OS:rr HSt-KMH" THEH •* 
Mf- h? HI D Aii f «25,fl3S,Y i T 

JJ 60 ? M H* + #i":? :7 Q 5 | t ^ : ? "i* "?A1 

$i? ; ? "Z . ;? "3. "jflJS 

OK 61 POSITION 34 

0J POSITION 22,1;? "II ME 10 »UM W W» 

PU 63 POSITION 34,2:? 
CC 64 GO SUB RESET 
OL 110 GO^UB LOOKUP 

«0 115 IF SCOT THEN ? "SORRY THERE 15 HO 

MORE TIME": GOTO 137 
HQ 128 GOSUB IMKEV 
RT 1Z5 IF IH-0 THEH HO 

TO 136 XF IHi:T THEM * "HELL DONE THAT I* 

CORRECT" : GOTO 140 
FH J * "SORRY - THAT AM S HER WAS HOT COR 

RECT" 

OI 157 ? "THE RIGHT ANSWER HAS NUMBER Y 



L 



I ] UN' 1 : i,(M " 41) 
HG 4f9 REM »** HtSt f I IHf-R^ 

YB 508 POKE 2tt, 0 ; POKL 1 'J , 0 ; POKC 1 8 p 0 l RETU 
HH 

OH 558 GOSUB 7#8 : GOSUB SO0]G0TO 5SB 
*fU 5^1 REM *** LOOKUP TIME 

UN BOO JIF-PEEK CLO) H65S364PEEK £191 W2S6f PE 
EftC2*l 

LF 6 10 5EC=1NT C6.5+ t JIF/58J1 

CD 626 IF SECO5EC01P 1 HEN POSITION 35,1; 

? " **!POSITX0N 36,12? CT-SECJ 3P0SITI 

ON 2,17: SECOLD-SEC 
ZI 638 RETURN 

LL 699 REM * mw GET A KEYPRESS 

IF 788 BPEM JJ1 , 4 t 8 , "K : " : GET Hi , K ; CLOSE HI 
: RETURN 

FG 799 REM *** KEYBOARD NUMBER INPUT 

SH ABB KEYP-PEEK47B41 S IF KEYP-255 THEN IN 

» I RETURN 
TC SOI IF KEYP-31 THEH IH-1 
TP SOZ IF KEYP = 38 THEH IH=r2 
MJ 903 IF KEYP=26 THEN IN-J 
KK 81« POKE 764 a Z5S S RETURN 

CJ 9^ REM WHM RATA (FORMAT 1 #«HHf R 
UE5TIOM, CH0ICE1 , CHOICE 2 , CH0ICE3 , CO 
flRECT ANSWER NO , T I ME ALLOWED CSECS1 
TE lBOO REM WWW W W HMM HUM WW W MM W M H - WW W - W 
UE 1B81 DATA HOW OLD IS PAGE & (HEH ATARI 
USER*, 18 YEARS , fl YEARS , S YEARS, t j 12 

yu ie«2 oata whai was th* i^i fatt t» ivPt 

-IN GAME, ASTEROIDS, PACKMAN , VULTURES , 3 . 
12 

BY 1883 DATA WHICH IS THE BEST COMPUTER, A 

I AH I t COHnODflRI F II r Ht R , I , 12 
GK 2888 DATA KHK 



— 



the guiz 



HO 




REM 




1 


nmmUHUmfmiifitMHimifuwHWKHm* *- 


CR 


2 


REM 


* TUTORIAL SUBROUTINES W 


EU 


4 


REM 


* GET THE KCYCODE * 


HU 




REM 


w by w 


CO 


6 


REM 


* i in Fmlavson ** 


OG 


7 


REM 


* n 


EZ 
WW 


S 


REM 
REM 


» HEW ATARI USER - APH 1191 » 

MWMKXMMXWWMMMHHWKMiUMMUMUKWrtWWW 


? 




AY 


LO 


REM 


CO 


28 


OPEN HI, 4,B. aa K:":GET HI, A; CLOSE 81 


GO 


38 


? * 


'THE KEYCODE VALUE FOR ";CHR$ tA> ; 




pi 


I *i ■ 


" ; Hhf-K t /S 4 J 


RU 


48 


GOTO 28 



I will not go through the whole program line by line as If Is 
only designed as a vehicle for the timer demonstration, but 
here are a few notes for anyone who Would like to take the 
advice Ed Hall gave in the last issue. Go ahead and change iL 
polish il or even mutale it (o an unrecognisable pcrlectiun. 

Eur si you will find thai there art 1 only three simple questions 
in Ihis quiz. It Is very easy to expand Ihe seope however as (he 
questions and answers are all contained in data slalemenls 
starting at line 1001 . The data format is: 

Question, Choice i . Choice 2, Choice 3, Number of the correal 
answer, Number of seconds allowed for answering. 

The data should be strung together separated by commas but 
no spaces, and you can go on adding as many as you like 
(within the memory of your computer). On my HOOXL I esli 
mate there is room for about 400 questions. If you want to set 
up sets of specialist questions you could type data hies and 
LIST them to disk or LIST "C:" to cassette. These could then be 
ENTERED and used with the same fundamental qui/ program 
(Lines L to 810]. II you do this make certain that all your data 
st.-ts have the same line numbers, then each set when loaded 
will completely overwrite any set used earlier. If you have a 
disk drive It would r>e quile easy lo have several sels of data on 
one disk and add a couple of lines early in (he quiz program to 
give a choice of quiz subjects before you start, You must leave 
the last line of data |2000| intact as the program recognises 
the XXX data as the end of the game and exits (Line 50) with a 
message. Otherwise you will jLjet an error message when the 
program runs ou( of data. 

Just one caution with (he questions and answers. I have 
allowed 36 characters (including spaces) for earh question and 
12 (or r-ach answer II you find Ihis loo resl rie( ive you can 



change Ihe DIM settings in line 21. but rcmenibrr thai Ihr 
Alari screen is only 40 characters wide |;jK if ymi <l<i ni>1 ivsH 
the left margin) and If you go beyond this you will have to be 
careful that (he question does not end up with a word broken 
between two lines. 

There are several other enhancements you could make to 
improve the visual appeal of Ihe game wilh colour and maybe 
using other graphic modes. You could add some sound el J eels 
and keep a score table showing how many questions were 
answered correctly and how long they look. I will leave II to 
your imagination - get your encyclopedias out!! If you create a 
masterpiece 1 would very much tike (o see a copy. 

You can write to me Ian Finlayson at 
60 Koundstone Crescent, 
East Preston, 
West Sussex 
BN16 1DQ 
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CALCULATOR 



Hands up all you & bit Atari users who think you arc a 
bil of a darts player. Keep your hands up If, ttke me, 
i the biggest chore in playing the game Is actually dc- 
riueting the score off the total and working out whether IG3 is 
a possible finish or nol? Well if that's the case this program 
could be the solution to your problems, Nol only does il keep 
track of up to a maximum of 10 players scores, but also 
displays possible finishes automatically (although actually get- 
ling such finishes Is a totally different slory!|. 

GET TYPING! 

Type In the Basic listing and save it In the usual way. When 
you run the program you are presented with a title screen that 
vaguely resembles three darts and a prom pi lo press any key. 

You are then required to enter the type ol darts game you 
want. Enter "I" for the standard three legs wins a sel format, 
or H 2" to select a straight forward number of games won 
formal. After inputting Ihe number of players playing and their 
names you are then prompted to choose which player will 
Ihrow first. This is achieved by pressing the SKLECT key until 
the appropriate player is highlighted and then pressing START. 
If the cursor reaches the bottom of the list without a player 
being chosen it automatically returns to the top of the lisl and 
the process is repeated again, 

TO THE OCHE! 

Using the program is simply a case of throwing the darls and 
entering the seorcs until someone actually finishes. As a side- 
line a mini table of results is displayed at the bottom of the 
screen showing each players current score, their highest score 
of both the match and the leg, and then either the number of 
games won by each player or Ihe number of sets and legs won 
depending upon the match format chosen al the start. 

Upon finishing the player is asked to enter the number of 
darts used to finish. This is not the total number of darts used 
throughout the leg, just ihe number used in the last turn (i.e. 
1 .2 or 3). You are then presented with the main results table 
showing the winners results as compared with the best results 
obtained during the match and who achieved these feats. 

Most of these statistics, like finishing score and number of 
darls to check out in, are fairly self explanatory, however the 
lowest score only registers if you have to get a score greater 
than 100. This is because of the fact that if someone finishes 
on l wo then this would be recorded as Ihe lowest score even 
though no higher score was possible. Furthermore the "aver- 
age score" refers lo a players average when that person re- 



Richard Welsh presents a 
simple program that proves 
to be surprisingly useful for 
those who like to throw the 
odd arrow or two 




quires a score greater than 100 and is trying lo score as highly 
as possible, whereas the "true average" reflects every score 
obtained, and how finishing a fleeted this average. In my case 
due lo bust scores and frequently having to finish on double 
one differences are significant between these two statistics. 



HARDCOPY 



The results table can be printed out by pressing r . however 
as the Atari 1029 cannot print control characters very easily 
Ihe border lo Ihe table is transformed from these control 
characters to asterisks. 

Alternatively pressing T will display eaeh players individual 
results lor highest and lowest scores, along with the two 
average score statistics for the last leg, results which can also 
be printed out by pressing T". 

Pressing any other key whilst on the main results table will 
starl the next game, wllh the eompuler automatically culmlat 
lug who is to throw lit si and prompting them lo enter their 
score* 
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A0O4MCED WUTS CALCUAl FOP 
by Richard Welsh 

NEH ATARI USER - APR 1993 



II 

H 
n 

n 



C r 3 1 REM Of 
FA 2 REM n 
OF 3 REM M 
5F 4 REH tt 
OH 5 REH H 
CH fi REH 
KM 7 REH 

VN IB DIM AS <OB3 ,B$ CO >,€$(!. II ,D$<»? ,C*<ai 

, F$ IB) „G5 (8J , HS f 83 , 1$ (8) , J S f J 1 , K5 C 1 8 J 
OH 28 DIM C ( 1 0 3 ,E( 18 9 ,1 C 1 6 3 , JdB 1 ) , HCiO) A H 

£10* , RC183 F U[1B1 , KC1B3 ,5ET£1B1 
UG 30 GRAPHICS Q ; SET COL OR Z j e,6;C0L0R 1 
EC 48 POKE 16 ,64 : POKE 53 774 , 64 : POKE 752, 1 
LE 50 ? " ADVANCED DARTS CALCULATOR" 

HR 66 ? ;? " BY fllCHARP MEt,S«."f 

OZ 70 GO SUB HZ8 
PO SO GOSUB 223* 

IY LBS GRAPHICS O:SETCOL0R 2,0,0 

MR 1±B POKE 752, I ?P=8;0=8 I S=S9=L±8i£^18B : 

T _ B : U=B : GAME-B ! TH— B ! POKE AO , 64 : POKE S3 

774.64 

RO 115 REM LINE 126 USE H?LU J:M ^ ESC CTRL, 
TAB j fc£LO£M^ ESC SHIFT TAB AMD 
ESC CTRL + 

FI ±78 ? "IS Q Q 0 □ U 

Q QJ t M " 

KJ 140 GOSUB 1770 
IL ISO TRAP HOB 
UH 168 GBSUB 184B 
RH 170 ? "M" 
nv isa (.dsub 21BB 
BE 1 98 B-L+l 

KR 2BB POSITIOH 17,0:? A $ 1 1 * 6* f B - 1 > , B«fl> J 
! POSITION IB (Z;? " VOUR SCORE IS ";Ct6 
1 

VH 218 IF GIB3<171 THEM GOSUB 2388 

NZ 228 TRAP 1070 i POSI TIOH LB , 4 7 * "MMMT 01 

D YOU SCBRE »J 
IC 230 IF CCBX1B8 THEM POSITION 29,4:? " 

8*-+" ; 
KH 246 INPUT D 

HZ 245 REM LINE 2 SB USE ESC CTRL 2, AND 

Q3EaHjt CTRL DELETE BK SP 
HH 250 IF B>18fl BR D Cfl THEM POSITION 29*4 

if "73MEMMMMMt > i - goto 24B 

BH 27B IF CCB1-B<B OR C CB1 "D=l THEM * It 
"0 SORRY YOU'UE BUST "J FOR 

DEL - 1 TO 508 ; NEK T DEL : GOTO 355 

HC 200 IF Q<D THEN 0=D X F$-AS CI +8* tB-ll , 0* 
•1 

SB 298 IF C(B)}fcOB THEN GBSUB 202B 

HF 300 IF CIBB<188 THEN GOSUB 2B78 

BL 31B IF M <B3 <B THEN HCB1 ~D 

CP 32B IF ICBJ <P THEN I EB1 =D 

HC 33B CtB>=C5BJ-D 

MM 34B U<B3=UtB3+B 

HY 358 IF C<BS=0 THEN GOTB 420 

PD 351 GBTO 368 

UO 355 IF CCB3>1B8 THEN HEB3=H£BJ*1 

IC J 68 U tBl R £ B 1 * X 

HK 570 0 = 0+1 

PR 3B6 IF B > A THEN B-l 

MS 390 ? "«" 

RI 4BO GOSUB 2188 

LV 410 GOTO ZB8 

A A 4Z0 POSITION 1,22:7 "HOM MAH Y DflBtS DI 

D YOU FINISH IM "i 

TN 43B GBSUB 223B 

EH 448 IF Z<49 00 Z>51 THEN POSITION 35,2 

2!? "Gf":6OT0 428 

FL 4S8 R tBl =R CBS + Z-4B : 7 

HT 458 POKE 82,0 

LR 478 POSITION 0,0 !? " / 

— " " — - "\ " : 



UU 48B f "H 
HH 490 * "'^ 



HI H HER OF THE GAME - 



yu see ? 

AO 518 7 
EST 

vr sze ? 

OC 53B ? 

UU 548 ? 

ZD 558 ? 

UZ 5GB ? 

KK S7B ? 

HIS 5BB ? 

I J 598 ? 

VO 688 ? 

GF GIB ? 

VS 628 ? 

DR 638 ? 

OC 648 ? 

KU 65B ? 

DC 660 ? 



SK 070 

PY 

FB 6 OB 
A 

KG 698 

UE 
RH 7BB 



"X/ 
"II 

II"; 

"II 

II"; 

■*|| Finishing 5CPf# 

11"; 

■'It 
If"; 

" t| Hi-Store in leg 

II"; 
"II 

II"* 

" II Lowest score 

II"; 
"II 

II"; 

** II Average score 
II"; 

II "J 

■*|| True average 

II"; 
"II 

II"; 

"II Hunter or darts 
II"; 

"II to check out 

II"; 
"IN 
✓ I"; 
"17 

"II 

II"; 
-H 

H"; 
" I 

I »| 
" \ 



WINHt H | 
I 
I 
I 



PRfj-i -P" FOB A HARD TO 



FOB TMOIU IDIIAI DftT 



ANY OTHER KEY TO COHTIH 



TZ 71B IF P<D THEN P-D : E S = AS £ i + 6« tO 1 3 , S H 
61 

IM 720 IF S>RCB3 THEN S = R CB3 : G $ = A* C 1 * 8* CB 

CI 730 IF V<U<83«3/RCBJ THEN U - IJ t B J k % / ft t R 
3 ! IS-AS il * 8* IB i> , 8HB1 



LK 


74B 


if o)ie« 


THEN GOSUB 2870 


FB 


/T»B 


POSITION 


26,11? 


A*(l+8»tB-t* ,a*B3 


BB 


768 


POSITIOH 


21 ,6!? 


D 


NS 


77B 


POSITION 


26,6 : ? 


P 




70* 


POSITION 


<n . «. . ■ 


Ef 


GS 


79B 


POSITIOH 


21,9:? 


ICB3 


PI 


aoo 


POSITIOH 




0 


IB 


818 


POSITION 


se, a; r 


FS 


TU 


820 


POSITION 


21>18i? 


E CB3 


ST 


638 


POSITIOH 


2 6,18:? 


G 


TF 


S48 


POSIT ION 


36^18;? 


00 


UZ 


RIM 

3 


POSITIOH 


21,12!? 


IHl tMlB)/K(B)t(l.:, 


CT 


B58 


POSITION 


26, 12 : ? 


IHT<T+8.5J 


YF 


578 


POSITIOH 


38, 12 5 ? 


HS 


TK 


888 


POSITION 


21, 14;-? 


IMTC3*UtB?/RtBI+B 




,51 








GJ 


698 


POSITION 


14 i? 


INT tV+O , 53 


ZY 


9BB 


POSITION 


SB, 14:? 


IS 


IY 


910 


POSITION 


21, 10;? 


RfBI 
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HA 9ZB POSITION 26.1b:? S 

CI 938 POSirjDN 38. L6: ? GS; 

TU 948 GOSUH 2238 

HA 958 IF Z = 7J THEN GQSUB 1270 I GOTO 460 

JG 968 IF Z~«e THEPf GO^Ub 1118 : GOTO 468 

SIC 970 POKE 82,2:0=8 

HP 988 IF THEN J(B)=J(DH1 

71 990 IF GAME — 1 THEM GO 5 LIB 2268 

ET 1888 FOR F~l TO a 

ng ioie i cn =o s c cr> =*0l 1 *UFJ =8 1 E CF > =180 
: Hen =o : u CF3 =« ; k cri ~8 

DO 1028 NEK T F 

HC 1038 L-L*l 

SI 1848 IF L-ft THEN L=8 

OH bDtO 1/6 

SM BfM I J jl Til TiJ 'Hj 1 f -TfBfcTHil :l j 

ZIP 1878 POSITION 3S i 4i1 ■fflHIIir 

gb 1888 position 2,*:? "[313311; 

PC 1878 GOTO 228 
MS 1188 ? :? ; f : ? :f " 

tiJ-MMIWieOTO 158 

1118 rem aawan u M 1 ■ 
PC 1128 TRAP 1268 
KT 1138 OPEN »1,8,B,"P!" 
Pa 1148 PRIHT Alt PRINT til 

AZ 1158 FOR Yl = 6 TO 19 
FY 1168 PRINT ttii" 

FOR B1=B TO 19 

LOCATE K1,Y1,CHAR 



IF CHAR>122 OR CHAR<32 THEN C 

PRINT BIJCHRSICHARJ ] 
NEXT Ml 
PPZHI Hi 



5 P R I N T E 



e,2i:? "aHETJtMj 

FOR DEL ~ 1 TO 388 : NEKT DE 



FB 1178 
AN 1188 
UF 1198 

NM=4I 
HQ 1,208 
Jj"l218 
HA 1228 

In 1238 HE H T VI 
MZ 1248 CLOSE SI 
AS 1256 RETURN 
EG 1288 POSITION 

L±G6T0 1248 

liu 1278 rem H : M i'J < 3 if : T;l MtTl H^R 

FU 12S8 FOR F-l TO A 

TI 1290 ROSITI8N 5,1:7 '♦NAME OF PLAYER 

- ";A*(1+8*CP-1J ,a*FS 
AG 1300 POSITION 18,3i? " ";PO5ITI0N IB 

,45? '* I STATISTICS" JpOSITION 18 

,5i? " « 
El 1318 POSITION 2,61? " 

| ": POSITION 18, 7l! 

41 II 

AC 1328 POSITION 1H,&:? " i 

M4Mtt# B iI(Fl ! POSITION 18*9:? ** 

H 

TU 1338 POSITION 18,18:' " I 

+ # * •> + + *t*>t' ; E CF3 I POSITION 18, 11: ? 

II 14 

UH 1340 POSITION 18,12:? " I 

+ + INT <N«F3 /X 1F3 #8 . 51 :P0 

S1TION 18, 13 i ? " " 
KU 1358 POSIIION 18,14:7 " I 

4- + +**-** + ** j INT £3*»U(E3 /R(F3 +0 . S3 : 
POSITION 16,15;? " " 
TJ 1360 POSITION 2,16:? ** 

| "! POSITION 2,17: 

O 14 ■■ 

JF 1370 POSITION 18, IB:? " POSITION 8 

,21:? " f ' 

CV 1388 GO SUB 2238: IF 7=88 THEN 66 SUB 1 

118: GOTO 12 98 
EP 1398 NEKT F 
AH 1488 RETURN 
CC 1418 AEH 



flTLE PAGE 



FOP H-l TO 8 

REAR F,f : OR AHT6 E,F+CO«58l 
NEKT K 

PLOT 24,Z&+ (0*583 : BRAHTO 98,25* 
A = A41: IF A=I THEN GOSUO J.SB8 : GO 



1420 FDR TO 2 

OR 1438 A = B; B-I7 ! C=25 r Q=\4 

JF 1448 RESTORE 15J8 + C 1 0 * A 3 i PLOT B,CMB 

•SOI 
Kfl 1458 
NY 1458 
"J 1478 
L6 1488 

C0*58) 
HU 14 98 

TO 1528 

EC 1588 IF A=l THEN 0-24: C-21 EP-9LG0TQ 
1448 

LO 1518 IF A=2 THEN C-29 i G0T6 1448 
IP 1528 NEKT O 
AS 1538 RETUPH 

RG 1548 OA 1 A 21, 21, 123 , 21,144 , 17, 287, 17, 2 
22,19,251,23, 298, 25,211,27,222,31,207, 
33,144,33, 123,29,21,2*, 17, 25 

EC 1558 OAT A 27,15,38,11,36,7,42,5,68,5,6 
6,7,72,9, 78,11,98,20 

LU 1568 OAT A 27 , 35 , 38 , 39 , 36 , 43 ■ 42 , 45 , 68 , 4 
5,56,43,72,41,78,39, 98,38 

ON 1578 REM irg»«:T/1*i:M JIH 

EP 1500 K=139 : Y=25+40»58l 

WO 158? REM Kl 

GI 1598 IF O=0 THEN K5 = " PRESS ANY" 
OH 1688 IF 0=1 THEN K$=" KEY TO " 
KU 1618 IE 0=Z THEN CONTINUE " 

JO 1628 P-PEEK C8BJ +256*Pf EK £893 :D = EH/81 + £ 

V-41N40 
UC 1638 L=P+R 
HO 1640 FOR CHAR-1 TO 16 
VI 1658 J*=«S CCHAR, CKA&J ;A-ASCfJ*J 
OH 1660 IF A>127 THEN A=A~128 
EO 1678 IF A>31 AND A*96 THEN A=0-32:G0 

TO 1690 

GN 1688 IF ft<32 THEN A=*+b4 

¥0 1698 C=57344+A«8 

IU 17B0 FOR BYTFB TO 7 

CO 1716 POKE L+BYTE*48,PEEKIC*BYTE1 

HI 1728 NEKT BYTE 
AC 1736 L=L+1 
IV 1748 NEXT CHAR 
BC 1750 RETURN 

MU 1778 POSITION 3,12?? "WHAT f, AMF FORMAT 
RO YOU MAHT TO USE" ! P6SITI6N 0,14 1? " 

(13 LEGS AND SETS" 
ZA 1788 POSITION 0,16:? "(23 NUMBER BE GO 

MES HON" 
B A 1798 GOSUB 2238 

KY 1888 IF Z<49 OR Z>56 THEN ? "HN" : GOTO 
1776 

LN 1818 GOME=Z-40:? "N" 
AV 1828 RETURN 
G A 1838 REM fJTl I =4tM T V. I *1 



THROWS Fltt^T 



UR 1848 POSITION 2,1:? " HOH MANY PLAYERS 
ARE THERE " ; POSITION 31,1:? "l++"j:IN 
PUT A 

MH 1858 IF A>18 THEN GOTO 1188 

AG 1868 A$tl>^*' "i A$ (8*A3 =" " r AS C2T =AS 

EO 1878 F8R 8=1 TO a 

Li 1888 P05ITJCHN 2« J 3;' "EJLIXUXUJ" : POS 

ITION 4,3i? "ENTER NAME OF PLAYER ";Bi 

** "i : INPUT BS 
DU 1898 AS (1+8* (B- 11 , SWB3 =BS ! C CB3 =581 ; H 

(63 =0 j I (03 -8 : JtB) T B-.ftiBi =6 : E (8> = 108 i M ( 

HI 8: LttG) -8:X 101 -8:SET CBi 8 
ON 1986 POSITION 8,10 + 0:? AS 1 1 +6* CO - 13 , 

RN#) 
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CL I91B HEX T B 

Cll 192B POSITION 1.4:? " 

■■;IF A~l THEN L=0:RE 

TURN 

AO 193B POSITION St, 3 it "ENTER THE PLAYER 
HMO HILL THROW FIRST":? if " PRESS Hill 
931 TO HOVE DOHN A ROH " 

NO 4-440 t IT" AND SHEEti TO SELECT THE 
PLAYER" 

HE I95R IF L-ft THEN L=t;TH=B 

PN i960 FOB AA=1 TO 8 ! LOCATE 7+AA,ll+L,BB 

:bb=bo+izb: position 7+aa,h + l:? chr£cb 

o> : NCKT A A 
HV 1^78 FOR OEL-1 TO IB i HE XT BEL 
BB 1900 IF PEEK C53279J-5 THEN POSITION 8, 

11*L:? A$fl+ft*L,ft*fL+l)J ! L— L + l ! TIL L ; dll 

TO i*5B 

l*P«»B If PELKC53279I & THEN RLIU&H 
NT 20DB GOTO 198ft 

DH 2820 IF E tB) > 0 THEN E CB) "t> 

UX 2B30 IF G>ECBJ THEN G = E I B3 ! DS = A* f i + 0* < 

B-L) t O*Bl 
SR. ZB4B MtBJ-HiBi +0 : X £0} =X EH> t | 
AP 2058 RETURN 

FN ZB68 REM L4 It J A 51 §J BJNflfll J :HH JiT-Ti 

BN Zi7g IF T <M(B1 /X CB1 THEN T-HCBl/HtBJ :H 

S" AS Cl + BM CB-ll , 8*B3 
AY ZOS8 BETUHH 
AE Z098 REM L^ilrMMJIJ 

CI 21*8 POSITIOfl Z ,8 : 7 "i r |— 

1 I I" 

ED Z1LO ? "| NAME | SCORE E HIGH { HIGH I 

GAMES |" 

Ml 21Z0 IF GAHT-i THEN POSITION 32,*:? "5 
ET5 " 

NG 2130 7 **i | r HATCH | LEG | 



YZ 

FO 
TO 



Z140 IF GAME = 3, THEN POSITION 3Z, 10: ? " 
LEGS" 

21SO ? "| < » 1 1- 

1" 



EM 
HE 

AH 
PH 

GF 
UC 

AO 
RV 
LE 
JO 



LS 
OA 
HA 
MC 
LR 
DP 
NZ 
UG 



?16B FOR F=l TO A 

Z170 POSITION 2,li+Fi* " I " i AS < i + 0*CF 
-*),0«F)f"| "JCCFJ ;»M ";H«FJ;">| "J 

icfi;"M "; JIFJ ;"M"« 

2IBO IF GAHE-1 THEN * **+";S 
ETtFl ; " ► * j J CFl j"H"* 
7lffl NEXT F 

7288 ? :? tfL ^ ' 1 * 

■^i 1" 

Z2IB RETURN 

2238 POKE 764,755 

2235 OPEH tt2, 4, O, "*:»■! GET 82 , Z : CLOSE 
2 

2248 RETURN 

2 268 J (B3 = J CB) *1 

Z2 7B IF J (01 -3 THEN SET (01 -SET f B J + 1 :FO 
H F=t TO A : J CF J =8 : NEXT F : L = TH : TH = TH+ 1 ! 
GO SUB 22BS 

22 88 RETURN 

ZZB5 IF TH-fl THEN TH=0 

2ZB6 RETURN 

ZZ98 REM l>H.IM.M :re f™ 

2388 RESTORE £410;N=1 

23 1.0 IF € CB J < 139 THEN RESTORE 2458 

2328 IF CCB> <1B4 THEN RESTORE 2B10 

Z33B IF C (BJ <60 THEN RESTORE Z560 

2348 IF C CB) <28 THEN RESTORE 2590 

23SO REAR 0 . C* 











EL Z360 IF CEBJ=0 THEH POSITION 11,6:? "F 

ihish :";cS:N-i63 

FS 2378 IF C CB>>0 THEN N"ifrJ 
DO Z308 H-HM 

JM 2398 IF N=t&4 THEN RETURN 
RF 2400 GOTO Z350 

BY 2418 P ATA l/ll.TJH T 2 0 SO, 167, TZO T 1 9 5 

•i 104, T20 TIB 5e,lti,T20 T17 5B,lbB.r7 

8 T28 B28, 15ft, TZO TZO 0 1 9 
04 24ZO DATA 157, T28 Tl? !>7fl.lbh r l?H TZO 

D10,1S5,T20 T19 019,154.128 TIB 028,15 

3,T20 T 19 DIB, 152,120 T20 DIG 
OU 2438 DATA 151,120 T17 017, ISO, T20 T Id 

01ft, 149, T20 Tl? 016,140, T28 TIG DZ0.14 

7,T28 T17 816,146, TZB T10 DIG 
KK Z440 DATA 145, TZB T15 02fl,144,t2H f 2« 

D12,143,T2A Ti7 Dlt , 142, T28 T14 DZ«,14 

l f T20 T19 B12,148,T28 T28 BIB 
PO 2458 DATA 139,128 Til 070,138,128 TIB 

D1Z,137.T1? T16 l>16,1Hi ( I?« TZ* BO,13S 

,T28 T15 D15,134,T28 T14 D16 
YW 2460 DATA 133, TZO T19 DO, 132, TZB T15 P 

12,131,128 T13 016,138^28 T18 Dfi. 1?^, 

T28 Til 018,178,1 20 1 2« 04 
EG 2478 DATA 127, TZO T17 08.126,119 Til P 

IB , 1Z5 , TZ0 T19 04,124,128 T16 BB ,12 3, T 

2B T13 D12, 122, Tift Tift D16 
LP 2408 RATA 121, ¥19 T 1* DO,120,T20 28 D2 

0,119^28 19 P2B,lia,T28 1ft D20,117,T1 

? £0 020,110,120 ZO Olft 
LH 2498 DATA 115, T28 15 DZO,114,TZO 14 DZ 

0,113, TZB 13 820,112, TZO 12 P28, HI , Tl 

7 28 B20.11B P T2B 1* D16 

OJ Z50B DATA 109, 128 17 D16,10fl r T20 16 01 

0, ±87,T1* IB D2B,106,T28 14 016,1B5,T2 

8 13 D16,104,T1B SO Dlfr 

J5 2518 RATA 183, T17 28 D16,lO2,T20 IB Ol 
6, 181 ,11/ 10 020, ION, TZO DZ0.99 r T19 10 
016,9B,T28 &19,97,T19 D20 
OH 2528 DATA 96, TZB DlB,95,Tt? 019,94, TIB 
828,73, T19 DIB, 92, TZO D16,91,T17 P 2 B , 
90.T10 010,89,119 R16,«8,TL6 D7H 
NF Z538 RATA 87 t Tl7 018. Aft, TIB D16,S5,T15 
DZ8,S4,T20 DlZ,S3 f fl/ 016,42,50 D16,B 

1, T19 D12,BB,TZ8 R1B,79,T13 DZO 

ZU 2S4B RATA 78, TIB R1Z, 77,T1S DIG, 76, TZB 
OB,75,T13 D1B> 74,114 016, 73,T19 Dft , 72 
,T16 Dil.71.T13 Dlft,78,TlB D28 
CG 2558 DATfr hMJl Ol6,60,T28 D4,fc/,Tl7 
D0,66,T10 018,05, f 19 D4.ft4,T16 Pft,63 # T 
13 D12,62,T14 01B,ftl,T15 D8 
XE Z568 ROTA 0«,20 028,59,19 020,50*10 OZ 
O, 57, 17 DZO , 56 ,16 DZ8,55,15 020, 54 ,14 
0ZO,53,13 D28,5Z,28 016,51,19 Dlft 
FZ 2578 DATA 58,19 Dlft, 49, 17 D16,4B,16 Dl 
6,47,15 D16*46,14 Dlft, 45, 13 016,44*12 
01ft, 43,11 DIG, 42, IB 015,41,9 016 
ZO 2588 DATA 40,020,39,7 PI 6 , 38 , PI 9 , 3 7 , 5 
01ft, 3ft, 018, 35, 3 Olft, 34,017,33,1 016,32 
, Dlft, 31, 15 DB, 30, D15, Z9, 13 00 
WT 2S9B DATA 28,014,27,11 00,26.013,25,9 
Dft, 24,812,23, 7 08 , Z2 , PH , 2 1 , 5 08,20,01 
0,19,3 08,18,89,17,1 08, 1ft, OB 
DA 2GB8 DATA 15,7 04 , 14 r P7 , 1 3 , 5 04, 12 ,06, 
11,3 04,10,05,9,1 04,8,04,7,3 02,6,04, 
5,1 D2,4,D2,3,1 R1,Z,R1 
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FOR SALE 



A-BFT SYSTEM; BOOXL, 65XE. 
1050 disk drwe (needs repair |. 
XC12 tape deck. PR Centronics 
Naftace. leads, PSLJs, books, 
magazines, over 50 PD disks, over 
50 games on (ape. same an *s*. 
Paper Clip word processor E150 
Call Section 0B1 505 &152 
(London) 

S-BIT SYSTEM: Atari 64* 
wrtti typewriter keyboard. 410 re- 
corder, 810 rfr&k dnve (US Doub- 
lerl. two |0yStK*s. i50diSks m 
lockabk? holder, over 500 flames 
many boxed, many Atari tutor 
books, magazines mc Page 6 
issues ? lo 59 iG US mags and 
many others. Cost over £500, 
accept £150 o.rVO H. Langslon tel 
061 443 G049 

XE SYSTEM: 130XE. 1050 disk 
drive. |Oystick, all be*ed. in excel 
leni cof>dition wilh manuals., power 
supplies. caWes. Miner ROM, 
£125. Xetec prinler interlace, £20 
Original bored software: Mmi 
Ortce II. Rescue on Fradulas and 
Ballblazer. C5 each. Tel. Jim on 
0652 S5644R after 6 prn, 

ADVENTURERS; Arler reading 
Jxjhn White's series on writing 
adventure games. I present my 
lirst adventure "The Cava" written 
n Turbo Basic II vou would l*e a 
copy tree ol charge then please 
send a disk, complete with return 
postage to Mr. John Foskett, 28 
Auckland Road, Kingston -upon- 
Thames. Surrey KT1 360 

B-BIT SYSTEM: Alan 410. 1010 
tape deck. Graphix AT and Microp 
nnt interfaces. Atari AdiSt with 
Touch 1 aWet. US DovWer with 
Spartados Construction Kil. books, 
magazines cassettes disks. Tel. 
John on 0332 3E153& attar 6pm 

VARIOUS HARDWARE; Ok-dala 
Microline B2A pnnter and Xetec in- 
terface. C50 130XE and n&n work- 
ing 130XE plus Happy 1050 and 
1010. £150; 800X1 and 1050 
(hardly used> with Phonemark cas- 
sette, £1 10; B0OXL and non work 
ing 80OXL wilh Rambit 101 0, £30. 
Complete Page 6 (issue 1 1o 60'i 
all bound ■ oflere.. Complete Alan 
User. 2 vols, bound otters. 30+ 
Analogs • otters. Selection of soft- 
ware with each syslem and other 
software, manuals and books, 
joysticks, paddles and hgM pen. 
Phone Radhill. Surrey 0737 
/67390 

XE SYSTEM: I30XE. 10SO dtsk 
drive, XC 12 cassette recorder 2 
joysticks. 20 Page 6 magazines, 
games disks aJbOul 70, blar* disks 
aboul 60. 1050 and Alan 130XE 
owners manual, 30 games casset 
tes. Will sell 1 everything 1or £250 
Buyer lo collect. Wrrle to Mr. G.E 
Dixon. 46 Stanley Road. Scun 
thorpe. DNlS- SAO or phone 0724 



XL SYSTEM: Must sell due Id un- 
employment 2&6k XHRev. C), 
£45 inc postage (have 4 to get nd 
ofk Also 1 Meg plus XE. £70 mc. 
postage (have 2 to selll 1 0 1 0 cas 
sette deck. £17 inc. postage. All in 
GKceiteni condition 50 cassettes 
(appro*, f. £35 inc . 20 disk, games 
(appro* ), £30 inc. Ail software on- 
ginal Contact Mark on 0752 



THE COMPLETE KIT: Atari fiDOXL 
and 130XE, 1 050 disk drive wilh 
Happy Chip. Touch Tablet. 30 
d«sks tull o1 games IS disks r>1 
Advemures toads of utility disks 
and Page 6 Disks, magazines 
Page $ no. 3 to 53 and a lew Atari 
User Books Mapping 1he Atan, 
Alan BaSiC Easier and Setter pkus 
Owners manuals. Hmls. tips and 
demos. Disk bones and |OySlick&. 
Otters around E300 o.n.o. for (his 
large VGC colledion Phone Tony 
on 0203 6 70230 Buyer to remove 
Coventry, 

MAGAZINES: American/Canadian 
ANALOG and ANTIC magazines 
for sale. ANALOG 1rom Aug. 85 to 
Jan 8? ANTIC Irom Jan 83 to Jan 
87 Offers. Please conlacl ViC on 
0602 2S3G44 

XL SYSTEM: Atarx 800XL. 1050 
disk drrve (with Slaga 2 conver 
Sion). dala cassette, cassette 
games, GOO games (en disks r , 
magazines, leads etc. £100 O n o. 
Tel 021 502 2181 

TWAUG; The Tyne and Wear Atan 
User Group bi-monthly newsletter 
and disk, issue 1 now available for 
£1 .50, Issue 2 cul mid March at 
£1 .95 £1 1 tor a Full year's sub- 
scription Newsletter conlains afli 
cles, reviews, tellers and helpM 
into for an fi-BIT owners The disk 
is lull of games, demos, utilities 
Send your requesi to TWAUG. 
P.O. Box B Wallsend, Tyne 8 
Wear. NE2B 6UG 

XE SVSTEM; 800 >: I ^C50u>+. 
drw*. 1010 tape- deck. Touch fab 
lei and A1ari Artist software Bar 
gain at £110 0 no Phone Peter 
0203 691392 

TAPE. SVSTEM: Atari 65XE with 
XCI2 datacerder plus 3 |Oys»icks, 
15 Page 6 magazines, over £150 
worth oi games. Orlers Call David 
Fare Oh 04S2 596109 

VARIOUS: 300X1 fi!i*E 1010 
data recorder. 410 data recorder 
working but no power pack. 1WO 
joysticks. 822 printer with 2 rolls of 
paper, ROMs, tapes, books and 
leads No splits. Buyer collects or 
pays postage. £100 the M Tel 
0304 612716 (Sandwich) 

VARIOUS: BOOXL (needs translor- 
mer). 1010 disk rjnrve plus bVW 
portable, £100 o.n.o. PAGE 6 
Issue 7 to 60. £S0, Page 6 issue 
disks 2& 10 60 £30. Leaderboard. 
Alan Smash Hits 1 , Red Rat 4 siar 
compilation, Transdisk IV. £4 each. 
Various olher disks Buyer collects. 
Ring Dublin 8484300 

HARDWARE; 800XL tar sale £30: 
1010 cassette recorder, EM 0:2 
Alan |Oyslicks, E8 or £3 each. All 
wrih toads but all unboxed. One 
joystick is slightly laulty but finable 
Wnle lo Nicky Bason 209b Har 
lesden Road. Willesden. London 
NWtO 3SD. Buyer collects 

GAME SYSTEM: Atari XE console 
with keyboard and lighl gun leads, 
power supply, instruction boo*, with 
ROM cadndges Tennis. Caverns 
oF Mars Joust. Donkey Kong. De- 
Fender. Bug Hum Tel. 08?/ 
28574$ 

XE SVSTEM; 65XE boxed w*th 
XC12 data recorder and pysbek 
Also 1050 disk drnrtf. works okay 
but requires a power pack. Also 
some books-'magazines and 
games, £80 Tel Leeds 053? 
RftsaQfi 



BOOXL OISK SVSTEM: BOOXL 
(wilh upgrade and omnivicw 60 
Chip). 2 disk drives (1 Happy rev. 
7) 850 interlace, 120D+Otuzen 
pnnter Complete set Ol Atari User, 
many manuals and books £500 
o.n.o. Richard Pearson 34, Inver 
ness Close , Co venlry . CVS 7N A 
Tel. 0?03 407138 

XE SYSTEM; 1 30XE, XF561 and 
Indus GT disk dnves. Alari 
SMMB04 pnnter with Graphics AT 
■nterlace. tfanous software inc. 
Mini Oflice II. MAC 65 assembler 
plus Mapping The Mill and Tech- 
nical Reference Noies. C20D o.n.O 
PAGE 6 magazines issue 1 to 450 
comc-leie. offers Buyer collects un- 
less local Tel. 021 422 3052 IWf> 
ingsi Binning Fiam) 

DISK BOX: Goldmg flip-top com- 
plete with 10 dividers and two 
Keys Holds up to BO 3.5" disks 
Cost £9 99, will sen lor £4.50 u n n 
WrilelO A Marsh. 1. Underhill Cot- 
tages. Peene. Newington. FolkeS 
lone Kent CT 18 6BE 

SWAP: MBC B' computer and 
Cumana 40. , 80 twin disk drive. 
Viaw word processor on ROM. 
manuals pans 1 and 2, all in per- 
lecl workmg o*der Swap lor 
130XE plus 1050 disk drive or sell 
for £120. Tel. 0942 896538 aher 
6pm 

BOOKS: 35 dilferent books for 
Alan fl-brt Irom £2 to £9 each mc. 
postage Too many to list here bb1 
write with S A E. lor list- Mr. J. 
StaFI, 22 Gawsworth Close, 
BramhaH, StOCkpcrl SK7 2fiB 

XE SYSTEM: 65XE. XC12 and 
1010 recorders, manuals, 50 
games, 'i ROMs. ^ ;oyslicks. lew 
mags Will split £50. Write to A. 
McNab, 132 F^oresl Road. New 
Ollenon. Newark Notts N022 MS 



SVSTEM * SOFTWARE: G6XE 
upgraded 10 130XE. 1050 disk 
drive, all leads and power packs, 
joystick and disks with games on, 
C125 plus postage. Disks • Rescue 
on Fradulas Spy Hunter. Aztec. 
Ax*s Assassin. Fighter Pilol Spy 
versus Spy. Tomahawk. The 
Goomes. Crumbles Crisis, Beer 
Belly Burl a1 £3 each plus postage. 
Games on tape - Darts. ISO. The 
Pay Off, Slratosphere. Apocalypse 
Eleklraglide, The Goon»CS at £2 
each plus poslage J. Simpson. 10 
Ballot Hill Crescent. Bilsborrow. Nr 
Preston. Lanes. PR3 0RX. Tet 
0995 40126 

XE SYSTEM; 1-30XE with 1050 
drive, 1010 lape deck. |Oys1ick etc 
£120 o.n o. Also loads 0< games 
and utikHes on d*sk rrom SOp each 
Send s a e. fcr lisi John, StaDon 
Farm Elmham. Dereham. NRZ0 
5HH, Tel. 0362 556245 

XL SYSTEM: 900XL all Chips 
socketted, ideal lor RAM upgrade. 
Omnimon and internal Centronics 
pnnter board lilted 1 050 di&V drive 
wfm Happy |Laser) upgr ade On 
gmal packing. £170. tel 0625 
420782 

XL SYSTEM: RCiOXL •/< I'- disk 
dnve, primer, data recorder, com- 
puter. tockaWe disk bo* w»1h toads 
01 disks, joystick, printer paper, 
loads ol Atari User mags Ideal 10* 
word processing Offers please 
Tel . 021 354 5&13 (Birmingham) 



PRINTERS ETC-: 1029 printer 
with software. C/0 '027 printer 
with software, £55. Phonemark 
cassette unit. £15. 2 o*d 400 com- 
puters 16k, no PSU. 800XL faulty, 
'it: i-bJ Offers Over 1 50 ongmpl 
cassette games. S.A.E <or list. 
Contad Harry. 30 Franheld Road. 
London N5 1UU. Tel. 081 $01 
2960 evenings 

HE SYSTEM: C10XE. 1050 disK 
drive with write protect swrich, 
games and utilities «n disk box. An 
very good condition. £120 o.n.O. 
Tel. Hinckley <0455) 230696 

XL SYSTEM: BOOXL 1010 tape 
recorder Requires power supply), 
all othBr leads aenal 1 |Oystick. 1 7 
games on tape couple Atan 
Users . £40 o n O . XE SYSTE M: 
XC12tape recorder, all leads. 2 
joysticks 23 games. 10 New Alan 
Users (issues 43 52 r . Atari 
Adventures book, little used and m 
excatlem corditior-. s:?i5 o.n o A m 
Atari 2500 games console very 
old. no aenal no power supply 
Many games hence £1 5 0 n.o. 
Comad Paul on (04O7f 81Q1B4 
Anglesey. Alter 7 pm 

VARIOUS: 65 XL 130XE. 1050 
with software. XC12 (turbo) with 
Rambit sotlware, 50 cassette on- 
ginaJts. 1 7 ROMs. 1CK delails'oKers 
write lo Aflab AJrf, 77. Grasmere 
Avenue, Slough. Berks SL2 5JE. 
hams sold separately 



WANTED 



EXCHANGE: Wjllinfl to swap an 
exceflanl condition XM30 1 modem 
1or 1he TanTalk or any other o11e»£ 
Write to Nir Darey. FOB 6002. 
Acco. Israel 3720 

SPANISH; Help is needed from an 
Atari samantan. E ngl<StvSpanish 
lulorials required on disk lor either 
the XL-'XF or ST sySlems. Please 
drap me a line if you can help. 
Charles Smith. S3 Preachers Lane. 
St. Ebbes Oxford, OX1 1RT 

TARITALK: TanTalk & pit 1o 16 bit 
lead wanted so I car' transfer my 
1iles 1o an STF Write 10 Chas 
Smith, 93 Preachers Lane, St. 
EbtWe Oxford. OKI 1RT 

XE WANTED; Atari 130XE work- 
ing. bu1 power supply not essen- 
tial. Martin Beswick, U5 Ingcam 
Road. Holbeck, Leeds LS11 9RH 
tel 0532 720487 

STRIP POKER: Anyor-e gbi a 
copy Of any SLnp Poker game on 
tape or disk for Alan XL'XE? 
Please help. Tel. Leeds 0532 
58549B 

DR. LOGO: Documentation ,' 
manuals or books elc , for DP 
LOGO I beiieve lh«s vers«n Ol 
Logo came Free with the ST at one 
stage Tel. 0623 63481 1 



RADIO SOFTWARE: Can anyone 
let me have a disk copy el the 
Hamlexl HTTV-CW program thai 
wll save the messafle and holding 
buffers to disk Also a copy of M<; 
rosotl Bas»C and the book The F irst 
Book a« Machine Language by 
Richard Mansfield. Please nng 
Harry on 07&7 493135 

MAGAZINES: Warned to complete 
collection PAGE 5 magazines l to 
1 9 inclusive. rAJ Alan Llser maga- 
zines vol 1 issues B 10 12 indu 
Sive. Mr S Berry 17 OW Pond 
Road, Ashlord. Kent TN23 2QX 
Phone dayhme 0233 610014 
evenings 0233-645494 Just name 
your pnee 

SOFTWARE: Old game wanled 
called Great American Cross 
Country Road Race on disk or caS 
sette Also on disk or cassette 
Bounder by Michael A Banler Call 
Tun on 061 77B 7060 atler 6pm 
Mon-Fri 



PENPALS/HELP 



ISRAEL: 8-bil Alan programmer 
looking 1or other serious program- 
mer to exchange *rfo'' tips Write 1a 
Nir Darey, P OB 6O02. ACCO, 
Israel 3720 

HELP: We own an 800XL and an 
XMMBOi printer Has anyone got a 
copy of Prmtshop and related 
Translator disk they are prepared 
to sell or swap? P. Bramiey. 15 
Parsloe Stret'1. Bundaberg. 
Queensland. Australia 4670 

HELP; Can anyone supply me wlh 
some instructions for the Wizard 
Adventure Creator iPAGE 5 Disk 
#1 2&f as I |US1 can 1 work out how 
to use rt. It anyone can help please 
write 1o Kevin Cooke. 35 Budd»e 
Lane. St Thomas. Eseter. Devon 

TRAN5DISK: Has anyone made a 
lisi ol the games thai are not on 
ihe Transdisk ksl but can slill be 
nansierred? If you can help ptease 
write to Kevm Coom? Buddlu 
Lane, S1 Thomas. E<eter, Devon 

QUICK?: Comad waned wilh 
lucky ownefs ol 1his exceWent new 
programming language called 
OU ICK 1 to swap knowledge prog 
rams, games and anylhmg else 
you can ihink oF. Wrrle 1o J 
Haworlh. B6 Ashnee Road. Oadby, 
Leics LE2 5TD 

CONTACT: All & bit contacts re- 
quired, serious and games users. 
Friendly correspondenl All letters 
answered. Tim Mason 34 Pern- 
berton House. High Level Drive, 
London SE26 6XW 

ST HELP: Help wanted to make 
my new 520$T work as good as 
my faithful 130XE PD Such as 
word processors, icons and such 
programs as AlariWnler and Pnrrl 
Shop ConlactW D*ggins. 15 
Edinburgh Place. Armley. Leeds 
L512 3RD <n phone 0532 ?«6ft&3 



CONTACT is FREE of thanjc and iniy b* tmd by 
gcnubie Atari eathu»i««t for conuetlnc othrr &wnm Aay 
notice may be Included r^pt tho»t ufft ring uHtwarc MQ 
for s+it c-i «x^hAnde or offerirtB Items lor sale m«- 

mcrcinlly. The Tdiitn re-^«Tv«ii th^ riuhi to omit or edit *njf 
notice ret*l»ed at hit AlBcmlen. li *V*** i* tim. notices 
miiy be shortened and addreancs may be omitted wilh only 
telPTiHone ni.iml:*rs bcinu published. 

Send your CONTACT notice to CONTACT t PAGE fl 4 P.O. 
Box 34. Stafford, ST 16 lDR. Pleue write yemrnoiJe* on 
a septate aheet of p*p*r r not h» part of 1 letter. 
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NEW and EXCLUSIVE 

ENIGMATIX! 
HYPNOTIC LAND 

THE TENTH ANNIVERSARY DEMO DISK 

Check out inside front cover and page 5 for full details 



PACMAN 

What can yim sa v ? Surely (me of 
The all time HrcaoV Hassles that 
should be in everyone' u collec- 
tion, \ i»iime that can Imj pluvial 
b\ adulis and children aUlu with 
imjliiiI fascination. Vert IVw uf 
ttiLM.' KOMs are left now and 
Ydur LolltLtioti is rot cnmplelc 
williuul I his bill time classic. Simn 
il *ill Ih; ^ipne Forever. 

ROM CARTRIDGE 

Originally £1235 

OUR PRICE £6.95 



ARCHON 

A unique haltlt cmnninmj; dement* 
itf fantasy with the strategy of Ihf 
Lht-vsho j rd . Your men repftiMrnl Ih? 
fiH'i'vh iti ^j(h1 and tiil and **h*n th*y 
each iKTiipy the saint square tht 
liuard hur-sl.s inln lilV with hanshrrv 
jyihlin* iind snrccrcsfith. The* east 
sptIK, throw llame*, even take un 
each Other's shapf « and thuraclms- 
lits. You can play the I ijj;hl or the 
Hark rWhnT nk>tie or with another 
pLayer. A tnlally kliliqUe jiiinif. 

ROM CARTRIDGE 

Originally £14.95 

OUR PRICE £7.95 



CAB 


LES 


Some cables are quite difficult to find but we stuck most of 
those needed tor the XL/XE or the ATARI ST. Check to see If 
the cable you need is here 


FOR XL/XE 


FOR ST 



XL'XE 1 METRE SERIAL CABLE £ 8,95 

850 INTERFACE TO ST £8,95 

XLXETO MONO MONITOR £4,95 

XLXETOSCART £535 

XL XE TO COMPOSITE VIDEO £ 3.95 



GENERAL CABLES 



REPLACEMENT JOYSTICK CABLE NjA 

3 METRE JOYSTICK EXTENSION £ 4.95 

CENTRONICS PRINTER EXT. (1 oi) £1455 

C ENTRONICS PRINTER EX1 (2 in.) £15.95 

CENTRONICS PRINTER EXT. (3 m,i fJ0.» 



JOYSTICK-MOUSE EXTENDER £ 5 95 

1 METRE CENTRONICS CABLE £7.95 
3 METRE CENTRONICS CABLE £ 9.95 
ST TO B50 INTERFACE £ &J5 
ST NULL MODEM CABLE (2m.) £ 6.95 

2 METRE FLOPPY DISK DRIVE £15.95 
520STTO PHILIPS B533 MONITOR £12.95 
1 04OST520STFM TO SC ART £1 2.95 
MONO/COLOUR SWITCH UNIT £19 95 
PAIR OF MIDI LEADS £8.95 
ST TO HITACHI TV £11,95 
520ST TO PHILIPS «B33Mk 2 El 1.95 



Our cables are obtained from one of the UK's leading cable manufacturers and 
use the highest quality components. You can pick up cheaper cabl*s else- 
where but (hey olten use interior quality componenls which may cause loss of 
dale end other problems. Extension leads in particular need to be made to the 
highest specification to ensure integrity at date transfer 



HOW TO ORDER 

When you receive your copy of New Atari User you will II nd an order form 
enclosed detailing every item available this issue - simply complete and 
return l|, we will send you another Order form with your goods. If you don't 
tiave an order form, don't worry, jus! drop us a line - you don't have to use 
the order form. 

Don'i target you can also telephone your order and pay by credit oard - 
|usl pick up that ptione and dial 0795 213928 and your order will be on its 
way within 24 hours 



KENNEDY APPROACH 



One of the miwt unique simulations i-'vet 
featuring full} authentic speech <i>n1h*sis 
m vtiu tr> to control the flight of uiremft 
inl'> your choice of five airports. A real 
life simulation usin^ 51) graphics ihis 
will test your concenlratimu reut tioti and 
ciHnrnun sense lu the full as yuu <ry to 
t iiipe i I hk shm planer, hist jets ilini et«fl 
Concorde in changing weather and with 
various emergencies. 

Originally £14,95 

OUR PRICE £5.95 




DISK ONLY 



PANZER GRENADIERS 



Tn this exciting solitaire wartime 
Tou make (he decisions for a ra- 
iment of the elite armoured infan- 
try attached lo the Pun/er < Grena- 
diers, Your lurci"- hIio include 
mortar, artillery. Pany.tr IV, 
Panther and Tiger units. The Rus- 
sian enemy is directed hy the com- 
puter which will fiercely challenge 
you with it> oivn complement of 
infant rv s tanks and anti-tank uuns. 
Three levels of difficulty, joystick 
control, hkree graphics. 

Originally £19.95 

OUR PRICE £9.95 




DISK ONLY 



DUST CO} 


/ERS 


We still have many dust covers in stock but due to massive 
price increases in the cost of our preferred material it is 
doubtful whether we will be able to obtain dust covers of the 
required quality in future. Buy now while you can. 


FOR XL/XE 


FOR ST 



6SXE S0J CUT 

400 £4.95 

30 0 £4,95 

aOOXL SOLD CUT 

13DXE SOiCOUT 

410 OLD Ca ssette SOLD OUT 

410 NEW Cassette £3.25 

1010 Cassette £3,25 

XC11 Cassette £3.25 

XC1 2 Cassette SOLD CUT 

810 Disk Drive £3.95 

1050 Disk Drive SCUJQWl 

1020 Printer SOU OUT 

1027 Printer £4.35 

XMM801 Printer £5.95 

Host at our dust covers are of translucent (see -through} PVC with piping 
to match the colour ot the computer and look particularly attractive but 
later stocks mav he ot beige colour PVC 



MEGA ST COMPLETE 90UOT 
MEGA KEYBOARD MJCUT 
1040STSTE £4.95 
520STFM 5TE £4,96 
Single SF Drive £3.95 
Stacked SF Drives £4,35 
SM124 Monitor £5.95 
SMI 25 Monitor £5.95 
5M 1224/5 Monitor £5.95 
SMM304 Printer £5-95 
PHILIPS 8533 Monitor £5-95 

Covers tor many other Printers 
and Monitors are in stock from 
£4.95 - please ask tor details 



PUBLIC DOMAIN 



The Accessory Shop has the largest and best selection at 
PUBLIC DOMAIN and SHAREWARE DISKS available lor the 
Atari Classic You will find the latest updates enclosed with 
every issue of Hew Aiari User. Treat yourself to some 
stunning programs at minimal cost 
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GAMES 



RIVIAL PURSUIT 




DISK ONLY 



The classic board j^me transient to Ihe 
Alstri with added question power. Now you 
can answer question* psrese nled wilh music 
and graphic* a\ wtll as straight il*I, An 
ideal tamilv ^ame or nne you can pkn mm 
your oh ii. Out 3.IHHI question^ and all the 
iiit chiJHiK s ol I he Rume laktn care nl hi, I lit 
computer. Trivia has never heen so much 
fun and has never been available before ai 
lliis priceE 

Originally £14.95 

SOLD OUT 



SPEED HAWK I CRUMBLE S CRISIS 



One Atari's last gjim^s lor the S- tail 
| can now be- yours al budget price! A 
amoothly scrolling arcade game In 
I which you must detend the ring worlds 
| of your solar system from pirates. 
CASSETTE ONLY 
Originally £H.95 

OUR PRICE £2.95 



STAR RAIDERS II 



The original Star Haiders updated 
with better graphics and sound, A 
| great follow up to pn all time clas- 
sic lhat set new standards 
ROM 4 ARTHllMrK 
Normally £14.95 

OUR PRICE £7.95 



Captain C rumble Is a unique- Ena IJsb 
creel Ion will warm your heart too at he 
rushes ? round trying 1o ryurtd up 1he 
Fuizies who have escaped Irom 1he 
Inter-gaiactic zoo. 

IJLSK ONLY 
Originally 19.95 

SOLD OUT 



BLUE MAX 



Everyone must have heard ol this 
World War Two 3-D flying game. 
We no longer have the ROM car^ 
tridge but litis classic can be 
yours on disk for a lowly sum 
DISK ONLY 

OUR PRICE £2.95 



SUN STAR SPINDIZZY 



The Sun Star Is the IssleSt and 
most powerful craft ever built and 
you must pilot it lo recover crys- 
tals from the solar grid- A slightly 
different arcade game. 

|>ISK ONLY 

OUR PRICE £2.95 



Well known and highly regarded 
game in which the aim is to explore 
and map a 3-D world- Excellent 
graphics and testing puzzles 
l>lsk ONLY 
f Original price £9.95 

OUR PRICE £4.95 



SMASH HITS 7 I PAC-MAN 



Four great games - Colossus Chess 
3, Electraglide, Blue Max end Alley 
Cat. This sold oul very quickly last 
limel 

DISK 

Original price £14,95 

OUR PRICE £3.95 



Possibly the moat well known of all 
computer games. Still a clasaic arid 
Still in demand 

HUM C WHT HllXii: 
Original prite £12.95 

OUR PRICE E6.95 



KENNY DALGLISH SOCCER MANAGER 



Th* ultimate in loelhall management games. For Ih* TIC St time in a loOlbnl 
management simulator slunnlng top-notch lull colour graphic* with a lun-paCked 
game design which will leave you Breathless with lis Steal lealures. II has an 
amazing easy to use icon-drlwe play syslem find Iheexciling gameplay include: 
full lour division league, detailed graphic highlights, hoard, of directors Tor detailed 
performance reports, detailed game strategy., half-time updates, substitutes, *> 
jurbes, suspensions, full transfer market and lots, lots more! 

CASSETTE ONLY 



OUR PRICE £2.95 



FOOTBALLER OF THE YEAR I LEAGUE CHALLENGE 



You're a 17 year old apprentice in the 
41 h Division wllh only £5,000 and 10 
goals lo your rt»me. Have you gOl whal 
rl lakes to cope with the trauma or 
transfer dealt, Injuries and Other malch 
day problems? 

CASSETTE ft KEY 

OUR PRICE £1,95 



Manage your favourite loolblM team 
your way. How is your chance to go 1ot 
Division One. Maybe even win the 
League and Cup double. Who Knows, 
you may even find (fie manager's job Is 
more dilticuU lhan you thought. 
CASSETTE ONEY 

OUR PRICE £1.95 



WAR GAMES 



NATO COMMANDER I DECISION IN THE DESERT 



You are commander of Nato and 
your task is lo del end Europe 
from Soviet invasion. Top class 
graphics, five scenarios 
DISK 

Original price 1/4.95 

OUR PRICE £5.95 



Take command at the Battle of El 
Alameln Vou can lead either side 
in this aecuraie simulaiion from 
the creators ot F-1 5 Strike Eagle 
( \.\SKKTTK 
O rigiaal price £14. 95 

OUR PRICE £5.95 



DECISION IN THE DESERT I PANZER GRENADIER 



Take command at I he Battle ol El 
Alamein. Vou can lead either side 
in this accurate simulation from 
the creators of F-15 Strike Eagle 
DISK 

Original price £14.95 

OUR PRICE £7,95 



A war&ame ol German armoured 
infantry on I he Eastern From. 
Five historical simulations, Skill 
levels, joystick control, graphics 
DISK 

Original price £19.95 

OUR PRICE £9.95 



FIELD OF FIRE 



Prom the sands «1 North Africa and the beaches ol Normandy to Ihe bridges 01 
The Ft&er and the forests of The Ardennes you'll lead Easy Company in1a Lht L 
crucial battles of World War A This fin* tactical simulation is historically accurate 
and requires good planning and execution 10 recreate or aHfrf history. To heighten 
Ihe realism and Immediacy during play, special allention has been given to Ihe 
Hi-ReS colour graphics and lively sound ellecls. 

disk only OUR PRICE £6.95 



NIBBLER 



Slinking (hrough an unknown land Nib- 
bier finds him&ell ■ ■ ■ an Iridescent warld 
of consist change. As time grows short 
his body grows longer and he risks run- 
ning info himself. Can he survive? 
IHSK ONI A' 
Original price £9.95 

OUR PRICE JUST £1.95!! 



FS2 SCENERY DISKS 



WE HAVE A LIMITED 
NUMBER OF SCENERY 
DISKS IN STOCK 
AT £14.95 EACH 
- PLEASE PHONE 
FOR DETAILS 



SIMULATIONS 


MIG ALLEY ACE 




COLOSSUS CHESS 4 


An aerial combat simulation set 
in Korea with 3D graphics, cock- 
pit instrumentation, different skill 
levels and much more 
DISK 

Original price £14,95 

OUR PRICE £6,95 


Claims lo be the best chess prog- 
ram of all. The writers o< Sargon III 
would disagree, bul there is no 
doub this is a fine chess simulation 
particularly for advanced players 
1'ASSETTE ONLY 
Original prim £14.95 

OUR PRICE £6.95 



ADVENTURES I ROLE PLAYING 



THE ETERNAL DAGGER | JINXTER 



Many consider Ihe SSI role-play- 
ing games to be among the best 
This is the follow up to the oesl- 
selllng Wizard's Crown 
DISK 

f/riginaf price £24.95 

OUR PRICE £8.95 



An ed venture trom Magnetic 
Scrolls, the team that set new 
standards in adventure design 
Requires 1050 or XF551 drive 

DISK 

Original price £19.95 

OUR PRICE £7.95 



JEWELS OF DARKNESS I I LANCELOT 



Three superb, classic, adventures wl|h 
full colour graphics- Choose Irom Coh 
oaatJ Adventure, Adventure Quest or 
Dungeon Adventure as you lake on Ihe 
challenge ol ihe mythical worlds cre- 
ated by Level 5. The Premier collection 
nicely packaged with a page book 
DISK OK CASSETTE 

OUR PRICE £5.95 



Level 9 recreate Ihe time ol 1 
end lh( Knights ol Ihe Hound Table ih 
a 1hree part ad venture spanning 1he 
complete saga d 1he quesl for the Holy 
Grail Superbly researched and superb- 
ly written this lestl adventure Is full ol 
atmosphere and highly recommended- 
IHSK OK CASSETTE 

OUR PRICE £5.95 



SEVERAL OTHER ITEMS AVAILABLE FROM TIME TO TIME PLEASE ENQUIRE 
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CASSETTE BARGAINS FROM PAGE 6! 





LI f 1 M 1 Ja\ 1 1 1 J 1 1 1 

New cassettes from only 95p each including postage! 

Enhance your collection with these brand new game cassettes 
available now from the PAGE 6 Accessory Shop 




TRANSMUTER 

A new kind of weapon. This sel-tl arcade -game 
Matures excellent smooth scrolling, incredible 
terrain, vector graphics sections pnd subterra- 
nean caverns. Fast reactions, and e cwl nerve 9 re 
a necessity Music by David Whi [taker 




PROTECTOR 

Assigned lo Fort Rucker, Ihe US Army Helicopter 
Training School based in the Nevada desert, your aim 
is to become me best chopper pilot this side 01 the 
Iron curtain. A real Protector I Your mission consists 
of a strategic battle of wits between yoursell and 
either another pilot or a computer controlled HPV 




REVENGE II 

The Mutated 90 tool high, laser spitting death 
camels have rebelled against their captors the 
Zi yaw tins and urn- out lor revenge! AM action, 
highly graphical shDot-em-up tram Jelf M in ler 












K IK START 

The ultimate offload motorbike scramble simula- 
tor. Guide your rider carefully over the obstacles 
in (His aH action Simulator ror 1 player against Ihe 
computet- or 2 players, against each other as well 
as (he clock 




ROGUE 

You are the ROGUE, Your mission Is to search 
the Dungeons ol Doom for the Amulet ot Vendor. 
In the dungeons you will find many things to aid 
the quest for the Amulet. You will also encounter 
fearsome monsters and fiendish traps thai will 
challenge all your skills 




phi mam ja\. mmm. jl amm jamm. m m mmm. m amm*, mmm mmm. 

DESPATCH RIDER 

Join the growing band of street demons - those 
tear (ess horde's who terrify the population ot the big 
cilies lo gei ihe parcels through. Plan your moves to 
make some money, but don t take too long • time to 
always short. Gain an instant macho raling and be a 
despaich rider with this all achon simulation 












180 

Whal can we say? A great darts challenge. Eight 
opponents, digitised speech. 1wu player option, 
live joystick control, full matchplay scoring, a 
sense of humour, superb playabmiy. this one has 
It all! ■ 




UNIVERSAL HERO 

^amr at am at mr ■ m ^aaw w m mmm ■ m ■ m. ^aamw 

Only seven seconds left to sieve the planet! Universal 
Hero has to save nis skin and evetyhody eite s by 
■indlng bits lo repair a shullte to get to a planet la 
pick up the spares to mend a space freighter which is 
out ol control and about to blow him and his chances 
of gelling bach to earth lo atoms. 




INVASION 

Mobilize your units and prepare for battle. Thig all 
action space conflict requires skill, strategy and 
tactics. You must destroy Irte weather control 
station in order to win the battle but every move 
you make the enemy will counter, and they te 
wailing for you lo make just one fatal slip up 












SIDEWINDER II 

It is 27 years since the final battle ot the war with 
the aliens. 27 years of peace have reigned in the 
Western Spiral Arm of the Galaxy. All this is 
about to chanoe. Step aboard your craft and pre- 
pare to defend mankind In this all action space 
blast 




HENRY'S HOUSE 

■ ■ ■ ^aa am ^fc. ■ ^a^fW ■ ■ ^*aaw ^aaar b^^h 

Little Henry has shrunk. He tnusA navigate hit way through 

Ihc royal hnutsurfigld tp find Itw tur<. Avf? i d i r>g pll Jhp 
nt!^1;irlrs in his p r i>h. from lenible toothbrushes. Ihrough 
pestMerou-a parrels and che-1-a chasmy chicluens. tu a hrial 
encounler wl1h the vlcioua vampire! Acknowledged by all 
reviewers as one □ ! the best Atari gar™* rjl all Urn* 




LOS ANGELES SWAT 

Special Assignment. Rescue the hostages Irom 
the terrorist gangs holding out in West LA- Clean 
up the streets. Blow away the bad guys and be a 
hero on network T.V.3 Fail and you won't be 
coming back lo watch It. All action joystick bend- 
ing combat lor those with the skill to survived 












GHOSTBUSTERS 

Has Liny body Seen a ghost? Matter or fact yes 
they have! At this very moment hundreds of 
ghosts are making their way lo the infamous 
< spook central. Only you can save the world from 
a disaster of biblical proportions. So go and show 
'em how you do itf 




BOMB FUSION 

A terrorist gang has planted bombs throughout 
the Sellerscale Nuclear Processing Plant and you. 
as ex super hero (est after the "Boris Affair') have 
to go in and save Ihe plant and possibly Ihe 
Northern Hemisphere horn destruction 




SPEED ZONE 

Enter Ihe Bpeedzone in a frantic defence against 
marauding alien forces. A survey ship sent Into 
the area comes under attack. As en enemy vessel 
draws closer your "STARFIRE" class attack craft 
is launched 












NINJA 

Blasts the belt off all other martial arts games! 
Thai's all It says on the inlay! Someone sure 
reckons this is the best punching, kicking, duck' 
ing and diving game around 




MILK RACE 

Cycling 1.M0 miles is no mean feat - and you 
oould end up feeling pretty exhausted by the time 
you've finished playing this superb race simula- 
tion designed especially in conjunction with the 
Milk Race 




FEUD 

To win at Feud you must "out-spell" your rival 
Wizard Leanorlc, In Kleke's herb garden you will 
find the ingredients lor your spells bul tread care- 
fully as strange things can happen in this game 
of magic and mystery 












ROCKFORD 

The only true arcade version of the classic game 
Bouiderdash. There are four levels on each of five 
different worlds with lour screens on each level. 
It all adUS Up lo eighty totally different playing 
screens. 

INCLUDES FREE GAME - CRYSTAL RAIDER 




GUN LAW 

Four months ol bloody alien attacks have taken their 
toll - all ihe surviving inhabitants have fled and arson 
attacks nave been made on your weapon stores, they 
destroyed what you ceuM not carry away, You are (eft 
to fight alone against ruthless and bloodthirsty kNIers 
with just a single machine gun 




PANTHER 

Save Ihe last humans on Xenon belore the alien 
hqrdes turn (hem into Sunday roast! Take your 
ground attack ship through this 3D scrolling 
mega shoot-em -up with grtat graphics bind unbe- 
lievable soundtrack 




Any one cassette - any two £3.50 - any three £5.00 - any 4 £6.50 - any five £7.50 

or select ANY TEN CASSETTES FOR JUST £9.50! 

All prices are inclusive of postage 

MS MORE 50FTME ON DM, (MATim ROM ON IHE MUhGl 
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Seteetiott 



GAMES 



GAMES 



MOON PATROL 

Your beat: Sector Nine, home of the roughest. 
Toughest thugs m the galaxy. Great 3D graphics 
and good music in this arcade conversion. 
ROM Normally £12.95 SOLD OUT 

MISSILE COMMAND 

Another of The all -lime classic arcade games that 
has yau defending cities from missile attack. For 
one or two players 

ROM Normally £14.95 OUR PRICE £595 

ZAXXON 

One of the all time classics lor the Atari. Zaxxon sel 
new standards with its unique 3 dimensional battle- 
field and great graphics 

DISK Normstty £9.95 OUR PRICE £2 99 

TAIL OF BETA LYRAE 

Our A-Z of Atari Software series says "The ultimate 
■Scramble' clone with superb graphics and music." 
A great horizontal scroller 

CASS OUR PRICE JUST 99p 

FIGHT NIGHT 

Fight Night brings you all the thrills of the boxing 
ring as you face the most brutal lighters ever in five 
separate battles. 1/2 players. 
ROM ttomsify £14.35 OUR PRICE £7,95 



BOOKS 



EASY PROGRAMMING FOR 
YOUR ATARI MICRO 

This book went cut ol print 3 years ago and we 
have been searching for a replacement ever since. 
We are absolutely delighted to have lound mare 
stacks of one of the best beginner s books ever 
published. 

NEW REDUCED PRICE £4.95 

MICRO ENQUIRER 

A large format book that covers the world at micros 
in general with some specific Atari sections. The 
book contains a lot of worthwhile background infor- 
mation on home computing 

Primed price £8.95 OUR PRICE £2,00 

ATARI ADVENTURES 

An excellent book written by adventure expert Tony 
Bridges covenng adventures in general and show- 
ing how you can write your own adventures 

PtiMsfied price £5.95 OUR PRICE £1,50 

WRITING STRATEGY GAMES 

It you are fed up with simple arcade style games 
bul are not sure of the maths required in writing 
'thinking' games like chess here is a book that will 
help you out. 

rWisfietfprrt* £5.95 OUR PRICE £1 .50 



ZORK1 

One ol the most famous adventures of all time. 
Classic Intocom m the original box and packaging. 
A real bargain! 

DISK Qciginaity£2995 SUPER PRICE £2.95! 

US FOOTBALL 

American Football is now a big craze in this country 
and yau can now play at home. Outsmart the 
defence, make tackles, select plays and mare. 

ROM ttamatyiizm OUR PHICE £6,95 

EASTERN FRONT (1941) 

The classic war simulation by Chris Crawford thai 
astounded Atari users when it was released. Based 
on Operation Barbarossa on the border of Russia. 

ROM HlWSiytim OUR PRICE £6.95 

SUPER BREAKOUT 

Breakout was the original simple yel totally addic- 
tive game and this enhanced version will provide 
even more addictive fun. Needs paddles 
R OM Normally £9. 95 OU R PRI CE £3.95 

ONE ON ONE 

Play basketball with two af America's top players in 
this great sports simulation which features realistic 
offensive and delertsrve moves 

OUR PRICE £6.95 



ROM 



Normlly £14.95 



CAVERNS OF MARS 

Winner of one of the hrst Atari programming com- 
petitions, this was one of the lirsl vertical scrollers 
and remains much sought after - LAST f-£W WITH- 
OUT BOX BUT WiTH FULL ORIGINAL MANUAL 
DISK LOW PRICE £4.95 

K A BOOM 

Challenge the master bomber as he tries to bomb 
you out of sight. Great fun. especially tor ihe kids 
who will love it 

ROM Originally £12.95 SPECIAL PRICE £2 95 

RIVER RAID 

One of the classic scrolling games in which you 
fight your way up river, bombing and shooting ev- 
erything insight. 

RO M Ongmtry £ 14.95 S PEC I AL PR ICE £3 .95 

MAXWELL'S DEMON 

A simple yet challenging puzzle game which will get 
you totally addicted. In fact two games in one for 
double the sun 

DISK 0ri^d»y£9.95 OUR PRICE £1,99 

MR ROBOT & HIS ROBOT FACTORY 

One of Ihe most famous platform games that has 
you running and lumping over everything in sight. A 
really classy game 

DISK Ongma»y £9.95 OUR PRICE £1.99 

STRANGE ODYSSEY 

Althe galaxy's rim, there are rewards apleniy 10 be 
harvested from a long-dead alien civilization. Fabu- 
lous graphic adventure 

DISK ORjjjharpnre£)S.95 OUR PRICE £7.95 

SEVERAL OTHER GAMES 
AVAILABLE IN VERY 
LIMITED QUANTITIES - 
PLEASE ENQUIRE 



APPLICATIONS 



LETTER WIZARD 

For those who need a little more sophistication in a 
word processor, Letter Wizard gives you all of the 
leatures you would exped 
DISK OrgirrsJ Price £19 95 NOW £5.95 

INVITATION TO PROGRAMMING 2 

Entitled Writing Your Own Programs, comprises 
TWO cassettes and TWO workbooks and does not 
require Invitation To Programming 1. 

C ASS Original Price m 95 OUR PRI CE £2.95 

MUSIC PAINTER 

An exciting educational program that helps to teach 
music by using colours instead of notes. For chil- 
dren or adults alike 

DISK Qr\gmHy £14.95 OUR PRICE £7.95 

PROOFREADER 

Users of Atanwriter will bo delighted with rhis. Ihe 
long tost spelling checker for the Atanwriter car- 
tridge' 

DISK OUR PRICE £5 95 

BASIC CARTRIDGE 

Some programs, especially soma early public do- 
main programs won't run on the XL'XE but they will 
il you plug in the old version ol Basic. 
ROM OUR PRICE £3.95 



EDUCATION 



JUGGLES RAINBOW 

A first computer experience for children aged 3 to 6 
that leaches the concepts at above, below, left and 
right plus letter recognition 
DISK OUR PRICE £5 95 

JUGGLES HOUSE 

Another for 3 to 6 year olds teaching the concepts 
of inside, outside, upper and lower wiih Juggles' 
House and Toyshell, 

CASS OUR PRICE £5.95 

SPECIAL OFFER ■ PURCHASE BOTH 
JUGGLES PROGRAMS FOR JUST £9.95.' 



THI PACL 6 

TENTH ANNIVERSARY 
DEMO DISK 

Celebrate with our new demo disk 

* Double sided disk with 6 demos 
+ Scrolling messages 

* Great Music 

* Spinning logos and more 

AH oemos ore in Basic wHh ootfetf mactwe code 
routines so fbcrf you con check to see hew these 
great effects cme achieved 

A UNIQUE MEMENTO Of 10TEASS AIM SL'PPORT 



ORDER ITEMS FROM THE ACCESSORY SHOP WITH THE ORDER FORM ENCLOSED WITH THIS ISSUE OR WRITE TO 

PAGE 6, P.O. BOX 54, STAFFORD, ST J 6 1DR 
TELEPHONE ORDERS ACCEPTED ON 0785 21 3928 USING VISA, ACCESS or SWITCH 
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ST GAMES ... ST GAMES ... ST GAMES... 



DALEK ATTACK 



A game for the ST I hat 
is being advertised on 
Satellite television, 
there's a novelty! It Is quite 
passible that sonic readers 
may have seen this game in 
motion before their very eyes, 
The idea behind the game is 
for one of three redouhlahle 
Doctors and an equally reli- 
abk' assistant to defeat the the 
monsters oi metal, The open- 
ing sounds include quite a 
Lj,in>d rendition of the famous 
Saturday Afternoon (now Fri- 
day night) electronic music, 
together wilh a reasonable 
rendition of the l>oelor's face. 
Unfortunately once the op- 
tion to choose your player 
and. if two are Involved „ assls- 
lant. has been taken the ac- 
lion begins wilh Utile warning. 
Graphically rcminiscenl of 

Peygnosts with fast, colourful 
scrolling and bold artwork the 
Doctor flies across the screen 
on a form of Jet bike blowing 



away anything In 
his path. The sad 
thing here is that 
like many horizon- 
tal scrolling games 
there is no back- 
tracking and no slopping. The 
game also runs so quickly the 
reaction time needed even at 
the easy stage is phenomenal. 
Should you clear si age one, 
stage Iwo appears so quickly 
that the player needs to avoid 
blinking or he will find himself 
eslerminated- 

Possibly this is Just acceptable 
since practice does allow you 
to be ready In time but I must 
admit I only managed to see 
most of these screens by using 
the reviewer's cheat mode en- 
closed with the disk. Either I 
am aging rapidly or games like 
this are becoming a mite too 
fast for the ordinary mortal. 
Surprisingly when not cheat- 
niu, ] uas quili' enthralled wilh 
both I he game and my own 




incompetence, there was a de- 
finite challenge and a genuine 
desire to have another go 
throughout the game, I was 
most impressed by the Psyg- 
nosis like screens and the 
positive control recognition. I 
played (his before seeing the 
television advertisements and 
thought that the representa- 
tions quite accurate. Three 
cheers for Admiral s honesty! 
All hough not really the Doc- 
tor's personal style perhaps 
a graphic adventure would bo 
better nexl time - Ihis tries to 
maintain some faith with the 
original and the sprites are 
certainly recognisable. This 
game is a must for all fans of 
Doctor Who and those who 
like fast shoot 'em ups. 
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FACTS 




Title: DALEK ATTACK 
Publisher: Admiral Software 
Price: £16.99 
Reviewer: Damon Ho worth 
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SIGHT & SOUND 



Surprisingly good both in noises 
ana pictures' 



GAMEPLAY 



A bit too tosr and furious 
although practice will help a 
great aeai- 



VERDICT 



fine, probably the best of the 
three games I have seen this 
worth buying- 



FACTS 



Title: AROUND THE WORLD 
- uohsher: Floppyshop & Pixel 
Shop 

Price: £9.05 
Reviewer: Damon Howarth 



SIGHT & SOUND 



Nothing excessive either way. 
generally quite appropriate- 



GAMEPLAY 



Controlling lakes some getting 
usea to t it is quite frustrating at 
times 



VERDICT 



Yes!. Weil it s O K. but .... 




The Independent small 
programmer is making 
a comeback to the S'H 
Whether this is represent a live 
of I he 1 problems surrounding 
l he ST software market or Just 
demonstrative of the pull that 
the machine has for ordinary 
programmers I shall leave you 
to decide. 
The game comes on one flop- 
py and is a pleasantly con- 
structed entertainment with- 
out the hype. Basically the 
game is a hunt the key In the 
screen type of affair, in many 
ways reminiscent of Roekford 
and his relations. The pictorial 
content is a 3D perspective 
thai feels like the older Ulti- 
mate games or even Batman. 
I was pleasantly surprised by 



AROUND 
THE WORLD 



this game in so 
much as it had a 
most acceptable 
sound! rack and a 
lairly friendly, if 
not confusing, control system. 
The Joystick needs some 
wielding to obtain the desired 
results but the sprites are 
large enough to make this an 
entertaining romp. 
Owing lu l he nature of the 
bit* friendly looking sprites, 
even the bad guys look cute 
and this is helpful because 
I hey tend to spoil your day on 
;i rrLnihir h;iMs. The game 
boasts lots of special devices 
to propel you about the screen 
which include teleporlers and 
switches to operate various 
pieces of machinery. 
The game played in a friendly 
but somewhat difficult man- 
ner and there were times I 
wondered why 1 was quite as 
fascinated with it as 1 was. 



There seemed to be an inbuilt 
bias towards frustrating the 
player thai could leave you on 
t he brink of throwing the 
whole thing away, but then a 
slight glimmer would appear 
and the Whole tiling became 
far more entertaining, 
I find It hard to be objective 
about this game. It looks and 
feels like a game from the ear- 
lier days of the RT. Indeed i( 
almost fell like an 8 -bit game 
but every so often it delivered 
a nudge to the mental facul- 
ties that made the style seem 
irrelevant This is a lowish 
priced mail order game and in 
many respects the purchaser 
is not going lo be disappointed 
wilh iL Sadly you can't try be- 
Ibre buying. On balanc e the 
producers have Iried hard and 
achieved a marketable game. 
Maybe it will grow on me after 
repeated plays though I'm not 
quite suit. 
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WITH YOUR ATARI 



CD quality 

sampling 

with 

Replay 16 



John S Davison's 
regular guide to 
ST music making 



I just knew they'd gel there in the end. Yes folks. Audio 
Visual Research (AVR) (he undisputed masters of digital 
sound sampling on the ST have finally produced a full 
16-blt version of their famous Replay sampler. It's ealled Re 
play lb and is now available via Mirrodeal for just £129.95, 

If you read my "Sample Tills! series (in issues 50 to 541 you ll 
already know about AVR and their sampling products. These 
have ranged tremi tin* simple, inexpensive Mastcrscjtmd l] . 
through various flavours of the basie Replay cartridge. Stereo 
Replay for stereo sampling* to the excellent Replay Profession- 
al. They all suffer from one basic limitation I hough - they're 
based on 8- bit sampling resolution which compromises their 
sonic performance. Despite its name even Replay Professional 
can't compete with true professional samplers, which are cap 
able of delivering CD sound quality. That is achieved through 
16-bil resolution and a 44 KHz sampling rate - and Replay 16 
now has 111 esc! 

The package includes a large L- shaped cartridge; four double 




1% of 3. aiaiis at Z2D5BH1 nag : l5i*Jp, *l 
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Replay' s main editing screen 



Sided disks containing (he software: and a comprehensive 
Instruction manual, ring bound for convenience. The cartridge 
lias two phoiin sockets, one each lor input and output of mono 
audio signals. There's also a small rotary control used for 
setting input signal sensitivity. The software runs in ine<linui 
or high resolution on any ST(E) or Tr with a double sided disk 
drive. However, 1MB Is a practical minimum memory sii«e h and 
to fully exploit It you really need more - much more! 

Installation Is easy - just slide the cartridge into the STs 
cartridge port, boot up the sample editing program, and you 
( an start experimenting with the ready made samples pro 
vlded. The editor will play samples through the TV/monltOT 
speaker, hi] I far belter results are obtained by connecting the 
cartridge s OUT socket to an external ampllller and speakers. 
To record your own samples you also need to connect a signal 
source to the cartridge's IN socket, and for both fund it jus you 
need to supply your own connecting cables Most people use 
their hl-fl as a signal source and amplification* so a couple of 
ordinary phono-lo-phono hi-fi leads will probably sulfit e. 

As with Stereo Replay the software lor Replay lb was de- 
veloped from that used In AVR's expensive Pro-Series sampler 
packages. In fact 1 suspect It's actually recycled Stereo Replay 
software, as it does include stereo functions even though the 
hardware is mono only. Perhaps there's a Stereo Replay lb 
carl ridge to follow? 



REPLAY DESKTOP 

The software contains too many features to cover In full here, 
so I'll des< i the just I he main ones. I >cspite ils rmnplexily AVR 
have managed to make I he programs easy to use, mainly by 
exploiting a graphical user interface based on the Replay 
Desktop". 

The heari of Replay 16 Is ils sample editor, used for recording 
new samples, editing and processing them in various ways, 
and saving them on disk for later use with the MID I Play and 
Drumbeat programs provided. The editor boots up Into the 
Replay Desktop onto which you can open windows for various 
functions. Like the GEM desktop this has a menu bar across 
the top providing access lo virtually all the editor's facilities. 
Kor ease of use many of these are also available via mouse 
selectable icons on the desk I op or directly from the STs 
keyboard. 

The area below the menu is divided into three areas, ihese 
being the transport"' controls, the block control panel: and the 
main desktop area. The mouse operated transport controls 
work like a tape recorder's, providing a eonvenlenl means of 
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recording arid playing samples, and "fast -forwarding or re- 
winding" them. 

The main desktop area initially displays irons used for load- 
ing, saving, and deleting samples: lor accessing MIDI keyboard 
facilities: and for invoking the sample sequencing lealurcs. 
After loading samples they appear on the desktop as named 
Icons. By clicking on one you open a 
resizable, movublf, /oomable editing 
window in whieh its waveform is dis 
played. You ean continue loading sam- 
ples into memory until Ifa lull, and up 
iq seven of them can be displayed 
simultaneously, each In its own win- 
dow Replay 16 ran handle samples In 
AVR, 8SVX-IFF. and AIFP formats, and 
other Ibrrnats ean be read but may re 
quire further adjustment before use. 

All or part of a sample (known as a 
"block") can be manipulated in its win- 
dow using the editing tools provided. After defining a blork to 
the editor additional icons appear in the block control panel 
These invoke the more common bloek editing actions such as 
cutting, pasting, and copying blocks within a sample, or even 
from one sample window to another if you want to build 
composite samples Jrom several diltcrcnl ones. Von t an also 
change the volume level of a sample: reverse it in play hack 
wards: fade It In /out: repeat it to fill a given space: and 
superimpose samples. Special tools are provided for locating 
optimum sample looping points (lor lengthening playback 
duration without taking up extra memory), and even for dis- 
guising those annoying audible glitches which often occur at 
loop joins. 



FILTERS AND EFFECTS 

The editor includes various sound processing facilities In 
addition to the physical ediling functions. You can digitally 
tiller the sound with adjustable low pass, high pass, band 
pass, and notch filters, perform bass and treble enhancement 
and spot frequency boosting, and remove DC bias. There's also 
a Fast Fourier Transform function to help you analyse a 
sample's 1 1 1 ■-: | n 1 1 ■ r 1 1 - >■ content before deciding whieh fillers lo 
use. The usual Replay special effects are included too, allowing 
you lo add a degree of reverb, echo, and flange effects to the 
baste sample. 

Replay 16 supports the MIDI Sample Dump standard. This 
was originally designed to allow interchange of samples be- 
tween dedicated samplers, but its use is open to interpretation 
and resultant differences In implementation by instrument 
manufacturers have rendered it less useful than intended. It 
can also be used to upload/download samples between com- 
puter and sampler for storage and editing purposes. Editing 
Samples on a computer screen is murh easier than trying to do 
It on a dedicated sampler's tiny LCD panel, hence MIDI Sample 
Dump s Inclusion in Replay 16. AVR claim it works OK with 
Akai s popular SltHX) and S950 samplers, but you could have 
trouble if using ot her models. 

Another new feature is sample sequencing. This allows you to 
load several di Keren I samples into memory, subdivide each 
into named "sections", then trigger their playback In any order 
from a "cue list", which c an be built tip using the sequencer's 
editor 11 works, but facilities are fairly limited at present. AVR 
say they'll develop them further if there's a demand. According 
to the manual the sequencer is also meant lo have a "sync 
facility for driving external MIDI devices, but this hasn't 
actually been implemented yet. 
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MORE DRUMS 

AVR have always included a drum mac hine program with 
their samplers, and the version included here is c alled Drum 
beat 16. [Is drum kit now holds up to 30 different samples, 

any four of which can be played simul- 
taneously. Drum sequences are built 
using the usual grid editor and pat- 
tern /song structure, and the program 
can hold up to 10 songs of up to 100 
pattern entries each, selected from FiO 
different pal terns. 
On the MIDI side. Drum he at can sync 
to art external MIDI eloek (e.g. from an 
external sequencer} or can act as the 
master clock which external se- 
quencers can follow. It can also trans 
mil a MID] \ole On mes.sngr in trigger 
an external synth sound whenever a sample Is played. You can 
even attach up to six MIDI drum pads and trigger the samples 
from these. 

I was pleased to find AVR have included Replay I Professional's 
MIDIPlay keyboard emulator in this package. This allows you 
to play samples held In the STs memory directly from a MIDI 
keyboard or external MIDI sequencer. You can load up to 128 
samples into il and map each one to a single key or group off 
keys on a MIDI keylmard, from where they can be played. Four 
different keyboard maps may be used and you can switch 
between them as required. As with Drumbeat, up lo four 
notes/samples can l*e played simultaneously. 



QUALITY SOUND 

I must say I was impressed with Replay lG"s sound quality. 
Its IG-bit resolution and sampli] ti> rates of up to 50KH/ do 
make a difference, as demonstrated by the ready-made sam- 
ples provided. One particularly good one is ol a female sceiI 
singer. Her delivery of that immortal line 'doo dow n duo 
dop-hop-dah-dum-bow-uh -wow-ow is so startllngly realis- 
tic I couldn't leave it alone, I kept playing It loudly until my 
wife threatened to do something distinctly unmor al with Hn 
cartridge! The Drumbeal demo song is excellent loo. producing 
Impressively solid rhythm sounds from I he samples provided. 

Home made samples can also sound just as good. I tried 
sampling sounds from a Yamaha PSS-790 synth and then 
compared (hem by alternately playing the sample and the 
original synth sound. They were very close in quality, with 
perhaps just a touch more background noise In the sample. 
My son Pete then decided he'd like lo try oul Replay 16 and [as 
1 1 year olds will) tried sampling various sounds of flatulence. 
He added some reverb, reversed the sample, and played the 
resultant sound back al thunderous volume via the hi-fi. 
Serious slull. Ibis sampling! It s a good thing his Mum was out 
at the time - If the scat singer upset her Just think what this 
could have done! 

Compared with previous AVR offerings Replay 16 sounds 
cleaner, smoother, and generally suffers from less background 
noise and distortion. This assumes you take care recording the 
samples, of course. It's still possible to produce awful results if 
you don't use high quality signals input al the opt imum leve l. 
Overall though, it's the best sounding sampler I've ever used 
on the ST. and in spite of Its inevitable compromises It's still 
very usable, musically speaking. If you want 16-bll sampling 
but can't afford a dedicated professional level instrument from 
Akai or Roland I hen make sure you audition Replay 16. 
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Review 



VIDEO M 




Anew craze is sweeping the IBM PC world. This is the 
"multimedia" phenomenon - advanced sound and 
graphics Integrated into computer applications. So 
what's new about this? Well, tt includes the use of Uve-motion 
video clips and high quality sampled stereo sounds In addition 
to Ihe usual computer generated varieties. Sound can also be 
generated from external sound synthesisers via MIDI (one 
reason why General MIDI earne into being], or from specialised 
add-on sound boards. Multimedia fea lures can be Incorpo- 
rated into many types of application, but M'n particularly 
attractive for those of ail interactive nature, for instance edu- 
cational programs* games, and simulations, or lor producing 
audio /visual presentation S- 

You can now buy "multimedia PCs" ready configured lor 
multimedia use, which include a powerful processor, large 
memory, bard disk, high resolution colour graphics, a good 
quality sound board, and a CD-ROM drive. The last named Is 
required as true multimedia applications often have enormous 
disk storage requirements, and the CD-ROM's 600MB capacity 
is ideal for the job. 

Authoring your own multimedia presentations requires even 
more hardware and software, as you need to add the means of 
sampling the sound and video material required, editing them, 
and building them into finished multimedia products. General- 
ly the kit to do this is very expensive. 



MULTIMEDIA ON ATARI? 

Why am I telling you all this? Well, it's just to put this latest 
product from Microdeal Into context with the mainstream 
computer world. Video Master Is an attempt to put a low cost 
multimedia playback AND authoring capability Into the hands 
of Atari users - it's a video digitiscr and sound sampler com- 
bined In one unit, complete with software lor producing your 
own multimedia presentations. Like Microdeal's sound sam- 
pling products it was developed by Audio Visual Research 
(AVR). 

To run It you'll need a minimum of an ST(E) or Falcon with 
1MB memory, a double sided floppy disk drive, and a colour 
TV/monitor. larger memory and a bard disk are recommen- 
ded, but not mandatory. You'll also need a source of video and 
audio signals - video can be captured from the VIDKO (not Kb) 
output of a domestic video recorder, camcorder, or video 
camera, while audio can come from the separate AUDIO out- 
put from the same sources or from a Hi-fi. Walkman, or 
similar, 

The Video Master package contains a double sided disk hold- 
ing the software: a tri-colour filler set (red, green, and blue 
filters for use with video cameras): a large "L-shaped" cartridge 
containing the sound and video digitising hardware; and an 
instruction manual. The program disk includes both ST and 
Falcon versions of the code, making this one of the first 
programs released to exploit the Falcon's new graphics capabi- 
lities. No connecting leads are included, as these depend on 
the ancillary video and audio equipment you intend using, Two 
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pbonu- to- phono leads arc often all that's required Ihmigh. 
Alter connecting up you may need to adjust two controls on 
the cartridge - these set contrast and black levels to suit your 
video equipment. The Liny knobs nrc very fiddly to (urn wilh 
your fingers, but [he ends arc slotted to take a screwdriver 
blade, which makes the job much easier. 



VIDEO CLIPS 

So, whal can you do with Video MaslprV Firstly. i1 can record 
video clips at up to 25 frames per second, the standard rate for 
recording live-motion video (or 30fps for overseas use], You can 
also choose from several slower frame rates, and there's even a 
lime-lapse lacilitv lm capturing single frames at any desired 
Interval {hours apart if required!). Using this with a video 
camera you can speed up action that's normally tOO slow to 
see, e.g. a ilower bud opening. There are some restrictions 
though. Despite colour signal input. Video Master only records 
in monochrome. Also, the captured clips fill only one quarter of 
your monitor screen. 

Secondly, Video Master can produce 16- level grey scale still 
pictures from a video source having a good still-frame capabil- 
ity. Or. if you have an electronic colour splitter box |not 
supplied) you can produce still I'm me pictures in colour. Alter- 
natively, camcorder or colour video camera owners can pro- 
duce colour still-frames by taking three separate "snapshots" 
of a subject through the tri-r<ii>.r.ir I i 1 r ■ - r- — . i - 1 |nnvidrd. ;ind Uicn 
use the program's "colour merge" facility to produce a colour 
picture. The ST version of the program handles colour pictures 
either in 16 colour Degas formal or 512 colour Speetrum-512 
format. IFF formal is also handled. On the Falcon this becom- 
es l£> level grcyscale in H2<lx200. Hi colours in normal low res 
mode, or up to 4096 colours In TnieColour mode. Unlike 
motion video clips the still- frame pictures may be full screen 
size if required. 

L used Video Master with a I MB STE and first tried recording 
from an old Toshiba Beta video recorder. This worked line for 
motion video, but wasn't very good on still-frame as the Toshl- 
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ba's pause mode wasn't really up to it. Hoth aspects were fine 
when using a newer Panasonic VHS machine though. I didn't 
have access to a camcorder or video splitter so couldn't try oul 
the colour still-frame facilities. 

Video clips can be edited to remove unwanted sections or 
individual video frames, and you can also insert blank frames 
or frames "grabbed' from an external video source. A clip can 
also be reversed, so the action runs backwards! You can even 
import pictures produced by other means (e.g. a paint prog- 
ram) from disk and insert them into an existing clip. 



SOUND SAMPLES 

Video Master also records monophonic digitised sound at 
sampling rates up to IBKHz. It can do this simultaneously 
with video clip recording, so you capture the video AND its 
associated sound In one pass. Or 4 you can record video and 
sound separately (from completely different sources if required) 
and play them back together. You can even add sounds recor- 
ded with a separate sound sampler to your video clips. A 
looping point may be set both for the video and audio, su the 
clip and its sound will play back repeatedly until stopped. 

The sound software includes facilities found in AVR's Replay 
sound sampling packages. These allow you to set the sampling 
rate; display the sample waveform onscreen: cut sections from 
it; fade it in /out: reverse it; and increase or decrease its 
volume by chosen amounts, You can also load and save sam- 
ples independently of video clips for greater flexibility. 

After editing you can assign a clip (or even a still frame) and 
its sound to a key on the STs keyboard and trigger it by 
pressing lhat key, You can loud several such clips and frames 
into memory simultaneously, assign them to different keys, 
and play them in any order simply by pressing the appropriate 
keys. 

The next stage is to automale the key depressions via Video 
Master s video sequencer, allowing you to seamlessly join a 
series of different clips to form short " films" complete with 
audio soundtrack. However, all clips used have to be in mem 
ory simultaneously, so to do anything worthwhile you really 
need large amounts of memory and a hard disk to store 
everything on. 

A completed "film" can be distributed to your friends on 
floppy disk [assuming it will fit!) using VidiPlay, the auto- 
booting player program provided. This also allows some flexi- 
bility in presentation, such as positioning the quarter screen 




motion video where you want on the screen, and providing a 
slill-fnime background picture (to help disguise the fact thai 
the video picture is so small). The demo file supplied with 
VidiPlay gives a good idea of what's possible. 



EASE OF USE? 

Video Master is fairly easy to use once you know what you"re 
doing. Its user interface isn't exactly intuitive, although AVR 
have tried hard to make it friendly by representing the prog- 
ram's major functions as four "cards", each accessed by click- 
ing on its "index tab". The hardest bit to assimilate was the 
video sequencer, and 1 experienced some trouble with this. It 
didn't always work as expected, particularly when saving sequ 
enees. and I still haven't fathomed out whether these quirks 
are really bugs or something I've misunderstood. 

Talking of bugs. Video Master contains a real beauty. If you 
try to save a still-frame out to disk the program actually saves 
an Image of the file selector screen instead! AVR have come 
( lean and warn about this In a README file on disk, and also 
explain a very messy circumvention procedure. They really 
should have fixed this problem before releasing the program. 

One annoying "feature" is that when setting up to record you 
can only monitor incoming video OR sound via the computer's 
monitor screen - not both together, 1 found this so irritating I 
eventually connected a separate IV to the video recorder's RF 
output just for setup monitoring purposes. 

Another problem I had was running out of memory, but this 
wasn't Video Master's fault. Multimedia gobbles memory and 

I MB just isn't adequate for doing anything really serious. OK. 
it's enough to play around with, and for doing simple video 
picture grabs for importing Into paint and desk top publishing 
programs - but not if you want to use live-action video clips. 
Alter loading the program there's room lor just 98 frames of 
video - that's under 4 seconds running time at 25 fps. Record 
big sound as well reduces this even furt her. There are ways of 
economising on memory, such as using slower frame rates, 
looping frame groups so they repeat play, or even using stlll- 
frames. With a little ingenuity you can probably make quite 
substantial multimedia presentations, but 1MB still cramps 
your style. 2MB is far better, with more If possible. 

In summary, Video Master delivers a lot for its asking price 
and generally works surprisingly well. I wouldn't describe it as 
the "ultimate multimedia system...'' as stated on the packag 
ing. as it doesn't begin to compete with what's available In the 
PC world, but then at this price level you wouldn't expect It. 
Also, from the number of little quirks fbugsV) the software 
exhibits I get the feeling It's been rushed onto the market and 
would have benefited from a little more testing and develop- 
ment work. Nevertheless, despite its limitations I'm sure many 
people will find serious uses for it even If It s Just as a simple 
video frame grabber and sound sampler rather than as a 
proper multimedia authoring toolkit. 



Product: VIDEO MASTER 
Producer: Microdeal/AVR 
Price: £69.95 
Reviewer: John S Davison 
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After word processing, the most 
popular of personal computer appli- 
cations has to be the database. Com- 
puters are. after all intrinsically de- 
signed to save, store, recall and cal- 
culate large quantities of information. 
Whether it's customer details, phone 
numbers or cooking recipes a compu- 
ter can carry out filing tasks more 
quickly and accurately than any 
paper based system. However the 
ST has never been well supported by 
commercial database publishers - the 
absence of a common formal, such 
as the XBase standard in the PC 
world, has not improved the situa- 
tion. Meanwhile, public domain au- 
thors have helped to fill the gap with 
some very professional software 



A COMPETENT 
START 



For relatively small applications. 
FIRST BASE is a competent solution. 
It 5 a memory resident system which 
means that all the data entered is initial- 
ly held in the memory of your ST. The 
more memory you have, the more records 
can be stored. It will work with 512K 
machines though a megabyte will be 
needed for anything other than small 
quantities of data. Because manipulation 
of the database doesn't require disk ac- 
cess, First Base performs common tasks 
very quickly Indeed. It s also very easy to 
use. Most program options can be selec- 
ted either with the function keys or by 
clicking on pull-down menu options. You 
can step through the records In sequence 
or search for those containing a specified 
string. You can also sort records into 
ascending or descending order. 
The database is stored on disk as three 
separate files. One of these contains the 
data tor all records in ASCII format, so 
you could load it into a word processor. 
Each database record can contain up to 
a thousand characters which In turn 
may comprise up to eleven fields. This is 
rather restrictive by commercial stan- 




dards but possible applications include 
lists of addresses, video tapes, compact 
discs or computer game collections. In 
the latter ease you can make use of the 
■Catflle utility supplied which reads disk 
directories into First Base format. Cat file 
asks you to specify the required file ex- 
tensions and then searches your disk for 
matching flies. It creates a database with 
file names, sizes and sufficient space for 
you to add a description of the content. 
There Is plenty of documentation on this 
disk, though It's unlikely you 11 need to 
read itl 



THE ULTIMATE 
CARD INDEX 

When B.Ware's commercial Super Card 
Index was reviewed in NAU Issue 44 It 
received some very favourable comments. 
B.Ware later released an updated v ersio n 
and have now made the original SUPER 
CARD 1.3 available as shareware. If 
you find it useful you are asked to sub- 
mit the modest sum of £5 (it originally 
cost five times this much) and in return 
you' II receive a manual and a discount on 
the upgrade. 

Super Card is known as one of the 
easiest to use databases for the ST. It's 
based on a card index principal and is 
similar to First Base in that all the data 
is held and sorted in memory, until you 



decide to save It onto disk. An unusual 
feature of Super Card is that it doesn't 
bother with field lengths, data types and 
suchlike. Each record is free format so 
you can type in whatever you like, up to 
16000 lines of 32000 characters per re- 
cord. Assuming sufficient memory you 
could have up to 32767 records - more 
than enough for most purposes. You can 
locate individual records manually or by 
specifying search filters". A filter consists 
of a character string that can be used 
with AND or NOT operators to search for 
records containing, or not containing, 
particular words or phrases. Once the 
matches have been displayed you can 
skip back and forth through the cards 
and copy, delete, edit, add to or print 
each one. 

The report facilities are limited (since 
you can't specify Held names) but you 
can modify the margins, spacing and the 
subset of lines to be output. B.Warc 
claim to have successfully used Super 
Card for their own customer records, so 
users should have no problems adopting 
it for their own applications. 
In addition to Super Card 1 .3 the disk 
contains demo versions of several other 
H.Ware products - Super Card 2. Master 
Time. R Spell. School Time Maths and 
Play Spell. They're supplied in compacted 
form and you are prompted through the 
process of Inserting disks to expand the 
files for use. This means there is actually 
several disks worth of software squeezed 
into the usual space available! 
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GETTING MORE 
SOPHISTICATED 

If your database needs require a more 
sophisticated product , FASTBASE may 
be the answer. Although this is a share- 
ware version and restricts you to a max- 
imum of ten fields in records of up to ten 
thousand characters, and five simultane- 
ous databases, these limitations are not 
ungenerous. For the reasonable price of 
twenty pounds you can send for the 
latest version which is supplied with a 
professionally typeset manual. Fastbase 
incorporates many features that are nor- 
mally found only in expensive commer- 
cial offerings. These include a relational 
query system, password protected access 
and GDOS compatible output. 
The first step to utilising FastBase ls f of 
course, to create a database. To do this, 
you simply choose the type of the fields 
required and assign each with a unique 
name. Four field types are supported - 
character, numeric, date and calculated. 
Any of these can be designated as 're- 
quired 1 ' so that the user will be forced to 
enter valid data. Calculated fields may 
contain simple formulae, such as multi- 
plying one field by another, or can be 
highly complex using functions and nes- 
ted brackets. There are more than thirty 
built-in mathematical and financial func 
lions, To view the database records you 
simply open up a window, which can 
then be moved and resized freely in the 
usual manner. The record layout is ini- 
tially rather unappealing but you can 
move fields around the window using the 
mouse to drag them into position. Each 
field can have its characteristics changed 
so that dates and numeric values are 
formatted in a specific way - for example, 
negative values can have brackets placed 
around them, a currency prefix can be 
used, decimal places can be set and zero 
values can be suppressed. In addition to 
storing textual data you can attach im- 
ages to your records. The image may be a 
file In Degas, IMG, Neochrome or Tiny 
format and will be automatically sensed 
by the file extension. Only the file name 
of the image is act ually stored since the 
image Itself 1s loaded when required. 

To help you deal easily with subsets of a 
large database, FastBase allows you to 
mark records for future selection in a 
group. These can then be extracted to 
disk, printed separately or have other 
operations performed on them, A facility 
is provided within the search mechanism 
for the automatic selection of matching 
records. You can also 'reverse' the selec- 
tion, so that non- matching records are 
flagged. FastBase oilers a powerful 
method of performing searches: the tiller, 
This allows you to enter a formula, in 
much the same way as a calculated field, 
which is then applied to all records to 
determine those that produce a matching 
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result. 1 1 will even let you 
refer to parallel records in 
another database. 

Queries provide the most 
powerful and flexible 
method lor Interrogating 
the database and custo- 
mising the reporting of re- 
sults. Each query is given 
a name, a filter (as de- 
scribed above) and a 're- 
port string' that defines 
exactly what will be re- 
ported OH records that 
satisfy the filter. The report items can be 
field names, quoted strings or formulae. 
Three buttons - screen, disk and printer - 
are used to specify where the report 
should be sent to. You can save query 
definitions to disk and subsequently re 
load up to twenty Into memory. If you 
have already entered data Into another 
database application and it can output 
using comma separated ASCII format, 
you can easily import this data into Fast 
Base. Likewise, you can export data in 
the same comma delimited format. 
Another handy feature of FastBase is the 

niailshof option, This lets you create 
personalised letters to friends or clients 
using details held in a database, by in- 
serting special commands into your 
ASCII document file. An example is In- 
cluded to guide you through the method. 

You will appreciate that Fastbase has 
numerous options and only a few can be 





F1RSTBASE for simple applications 

j 1 escribed in the space available here. It's 
probably the most sophisticated tool you 
can obtain without paying for a commer- 
cial package - at least you can afford to 
give it a test! 



THE WINNER! 



I'm pleased to announce that the free 
educational gift offered in issue 59 has 
now been claimedl The winner is ... Mr. 
John Hubbock from Liverpool. Congratu- 
lations to him and loud tuts all round to 
everyone else who didn't bother to write! 
Finally, if you're wondering how you can 
obtain a database of more than eight 
hundred disks in the Page 6 ST library, 
the answer is to gel a copy of the Page 6 
Catalog Disk- Check the box below for 
details. See you again soon! 



HOW TO GET THEM 



The disks featured In PO Worm can torn obtained from the PAGE 6 ST library- When 
referring la it specific disk please use the unique reference coda for identification, A 
printed catalogue describing ail me library disks in detail is available from PAGE 6 
at a cost of £1.95, refundable against the first tew disks ordered. This includes a 
copy Of THE PAGE $ CATALOG DtSK which is otherwise priced at £1. The disks 
featured this issue are: 

STS57 SUPERCARO 1,3 

ST609 FASTBASE 

ST632 FIRST BASE AND fNFOOfSK 

Prices for standard disks fire £2,95 e-ach or £2.50 each for five or 
but prices are tower for members of the RAGE & ST Cfuo 
Write to PAGE 6> P.O. Box 54, Stafford. ST16 1DR 
07S5 21392B with credit card orders 
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END PIECE 



PAGE 6 TO GAMES MASTER 



Being asked to write a feature 
about your career may sound 
very flattering, hul it's actually 
quite a difficult thing to do. 
Describing your triumphs and 
agonies is very difficult to 
without coming across as 
being a hit pompous and 
aloof. What follows is a brief 
description of how working for 
this 10 year old tome has hel- 
ped my career tremendously. 
What you're holding in your 
hand lias probably helped oic 
more than anything I have 
ever done. Although not 
necessarily the magazine with 
the largest circulation, New- 
Atari User has acted as a more 
than ample platform from 
which to base a career In 
writing. 

Being a reader of what was then Page 6 magazine at a very 
young and tender age it was 8-bit computers that were all the 
rage. Games consoles such as the Atari VCS and the Intellivi- 
sion were decidedly passe and poo-poocd by the general pub- 
lic. However everything was turned on its head with the release 
of the Atari 520ST. Super graphics and tons of memory meant 
lhai Itf bit games were soon to be well established. 

It was at I his point that 1 decided to have a bash at the old 
writing lark. My Dad (yes John S. Davison and John Davison 
jnr are related!) had been writing articles about flight simula- 
tors for some time and 1 thought it looked like a pretty good 
way of blagging free games. After all, when you Ye only 1 4 years 
old, any way of getting some free software has to be a good 
thing. 

After knocking out a review of the then "stale of the art" 
sports game - Winter Games I was most surprised to receive 
hi IcLUt which rt-iid something along the lines of""... Do you 
lancy doing this on a regular basis?" Obviously. 1 didn't have to 
think too hard as to my reply, and I was soon regularly 
receiving ST games to cast my discerning eye over. 

All ibis wem on lor some quite considerable time mini il gol 
to thai awfully distressing part of life - the dreaded A levels 
and the ensuing prospect of job hunting. Eekt As any 18 year 
old will withhold, the idea of actually going out and finding a 
job is not the most thrilling prospect. "Hard work"' and "earn- 
ing a living" are two expressions that will strike fear into the 
heart of any lazy sod who's just left school. 

After bumming around through a couple of cop -out jobs 
during the summer (Marks and Spencer may be a superb 
employer but it's hardly awe Inspiring], I came across a Job 
advert at Database publications (now known as Europress and 
also die people who published the original Atari User Maga- 
zine) for a position on ST Action. After applying and being 
rejected, I soon received a phone call asking me if I'd like to be 
a part of their new exciting and-tcrribly-secret-so-don't-tell- 
anyone" project - Games-X, the UK's lirst weekly games mulli- 
forrnat magazine. Without the writing experience gained at 
Page 6 there would have been absolutely no way that I'd have 




John Davison jr. tells how writing 
for Page 6 led to television stardom 



got this job. As mm h as 
teachers and "vocational 
advisers" tell you, it really isn't 
the qualifications that get you 
the Job you want - especially 
in the journalism industry. 
Most employers seem far more 
concerned with your experi- 
ence than whether or not you 
haveA-level English. 
The move to Database was a 
major upheaval Involving mov- 
ing from the sunny climes of 
Cambridge to the dreary and 
decidedly wet weather of the 
Macclesfield area. juM sonlli 
of Manchester. Not only was 
this a job move, but also the 
big step away from home. 
Games-X turned out to be a 
brief success and after nearly 
a year of publishing a Smash 
Hits style computer mag it was finally decided that the mag 
should be folded. In it's place came the decidedly dreadful GB 
Action - a dedicated Game Boy monthly magazine. At this 
point a number of things happened which completely changed 
my career. The job began to spiral downwards In terms of 
personal satisfaction and the prospect of redundancy seemed 
to loom ever near. Secondly, the publisher from Europress 
Interactive, Hugh Gollner, left the company and decided to 
form his own publishing company - Maverick Magazines. 
Numerous members of the Europress Interactive stall were 
tempted away to the new company where two magazines were 
to be published - Control, a Super Nintendo specific magazine 
and Mega Drive Advanced Gaming, a Mega Drive magazine. By 
May 1992 the company was up and ready lor action. 

Beginning my job at the new company 1 soon worked my way 
up from staff writer to joint Deputy Editor on Mega Drh <- 
Advanced Gaming (where Hugh, the publisher and MI) resided 
as Editor). With trie Mega Drive receiving so much attention in 
both the specialist and general press the job has changed quite 
considerably from the old days at Page 6. The magazine is 
currently selling between 45.000 and 50,000 copies a month 
and has contacts around the world including America and 
Japan. Being an international machine there are times when 
it's necessary to pop over to the Stales to have a peep at the 
latest gear and the chance to go to something like the Winter 
CES in Las Vegas is not the sort of thing you want to miss! 
Working with a machine that receives so much exposure also 
means that from time to time the journalists manage to grab 
the odd few seconds of fame. The now infamous TV prugram me 
- Games Master has turned to the video games media for it s 
review section and on a number of occasions I have had the 
privilege of being locked in a little recording studio with the 
likes of Dominik Diamond to record a number of games 
reviews. 

Looking back, it seems hardly feasible that working on a very 
loose freelance basis lor a bi-monthly Atari magazine could 
result in a number of television appearances in front of about 
3 million people! Seems a bit scary when you think about ill 
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Atari Support 




WHERE 
CAN I 
FIND .... 



The Atari 8-bit computers are. without question, the finest home computers ever designed and can 
still hold thttir own against any home computer. More powerful than any 8bit and much easier to 
access than any 16-bit, it ts a great pity that software and hardware support is dwindling. You 
can still find support for your machine, though, and this directory should get you on the right 
track. It is by no means comprehensive and we would be happy to receive details of any other 
companies, anywhere in the ivorld mat still support Atari. 

We cannot guarantee what response you might get if you write to any of these companies, but 
give it a try, they need your support as much as you need theirs. Stick a couple of International 
reply coupons in an envelope and, if you don't get a reply, the most you lose is a few boh. But if 
you do get a response, it could open up a whole new world, and add years to the useful life of 
your Atari. Don't forget to keep us informed if you find good support for your Atari Cassie. 
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Software Infinity 

642 East Waring Avenue 
State College. FA 16801 
Good PD selection. Have ju si 
begun marketing commercial 
games from overseas 

DataQue Software 

PO Box 134 
Ontario, ON 44862 
Turbo-816 16-bit upgrade 
board. TransKev bard ware for 
using IBM keyboards on the 
8 bit and other hardware 

BficC ComputerVlstons 

2730 Scott Boulevard 
Santa Clara, CA 95050 
Tel. (408) 986 9960 
Huge selection of software and 
hardware items. Also some 
new commercial games* un- 
available elsewhere 

Sagamore Software 

2 1 04 Arapahoe Dr 
Lafayette. IN 47905 
Good PD /shareware selection 
with extensive docij mental ion 

Change In Heat 

12 Bella Vista Place 
Iowa City. Iowa 52245 
Independent programmer has 
produced 2 excellent commer- 
cial quality games for the 8-bil 

Bresnik Software 

555 Ware Street 
Mansfield, MA 02048 
Another independent, produc- 
ing good educational software 

UltraBaslC 

10 East 10th Street 
Bloomsburg, PA 17815 
8-bit speciality software 

NERDS Software 

18 Wendy Drive 
Farmtngvllle, NY 1 1738 
Printshop related software 

IB Computers 

9244 S.W. Beaverton-Hills 
Fiwv 

Valley Plaza Shopping Center 
Beaverlon, Oregon 97005 
(503)297-8425 

BellCom 

PO Box 1043 
Peterborough. Ontario. 
Canada K9J7A5 
The largest PD /shareware 

selection 

Com p suit 

PO Box 5 1 60 

San Luis Obispo, CA 

93403-5160 

Closeout items galore 



No Frills Software 

800 East 23rd Street 
Kearney, Nfc 6«847 
Closeouts & Prinlshop 
graphics 

Miles Better Software 

219/221 Cannock Road, 

Chadsmoor 

Cannock, Staffordshire 

WSU 2DD 

Engla nd 

Surely known to everybody 
and. apparently highly regar 
ded in the USA 

Bacmun Software 

1671 East 16th Street, 
Suite 629 

Brooklyn. NY 1 1229 
PD theme disks 

Alpha Systems 

1012 Sky land Drive 
Macedonia, OH 44056 
Utility soil ware & hardware 

American Technavislon 

15338 Inverness Street 

San Leandro, CA 94579 

(510) 352 5639 

Large selection of commercial 

software'at closeout prices , 

and hardware replacement 

parts 

Best Electronics 

2021 The Alameda, Suite 290 

San Jose. CA9512G 

HUM) 24; i f-3950 

Known as the Alar I hardware 

store. If they don't have the 

part you need, nobody does 

BR£ Software 

352 West Bedford Ave. 
Suite 104 
Fresno, CA 937] 1 
PD/Shareware 

C&T Computer Active 

PO Box 893 
Clinton, OK 73601 

Phantoms Atari 8-bit 

Box 33 1 Levisa Road 
MouthCard, KY4154S 

Newell Industries 

P.O. Box 253 
Wvlit, TX 75098 
Tel. (2141442 6612 

Innovative Concepts 

31172 Shawn Drive 
Warren, Ml 48093 
(313) 293-0730 
Accessories, hardware, PD 

software 



CSS 

PO Box I 7660 

Rochester IVY 14617 

(716) 429 5639 
Speciality hardware Items. 
8-bit repair service 

San Jose Computers 

640 Blossom Hill Road 
San Jose, CA95I23 
HQS) 995 5080 
N ew a nd rci ■ondili tn icd ha rd 
ware and software 

East Hartford Computer 

202 Kobert Street 

East Hartford. CT 06108 

Discontinued software for all 

computers 

Aerion Software 

PO Box 1222 

Riverdale Station, MY. NY 

10471-1222 

Markets a new 8-bit rammer 
L ial game 

Toad Computers 

556 Baltimore Annapolis Hlvd 
Sevcma Park. Maryland 
21146 

(301) 544-6943 
Now offers a selection of soft- 
ware and reconditioned 
hardware 

Graiin International 

1 1 Shillito Road. Poole 
Dorset. BH12 2BN 
Hardware and software, in- 
cluding ICD products 

TWAUG 

P.O. Box 8 
Wallsend 
Tyne & Wear 
NE28 6D9 

Regular newsletter with disk 
available to members and 
noil- members 

NOSAUG 

S. J. Murray 
71 Walker Koad 
Torrv. Aberdeen 
ABI 3DL 
Scotland 

Producer of the excellent disk 
magazine FUTURA, also avail- 
able on tape 

Micro Discount (Derek Fern) 

265 Chester Road 
Streetly. West Midlands 
(021)353 5730 
I^arge selection of commercial 
software, also hardware and 
replacement parts 



Tiger Developments 

26 Mcnziers Avenue 
Walmer, Deal 
Kent 

CT14 7QZ 

Commercial 8 -bit software 

Next, la a list of maga- 
zines still supporting 
the S-blt Atari. 

ATARI CLASSICS 

170 Sproul Koad/Rt, 352 
Fraiier 

PA 19355-1958 
USA 

A new bi-monthly magazine 
formed by a number of dedi- 
cated users to keep the 8-bil 
alive in the States 

Current Nates 

1 22 Norl h Johnson Road 
Sterling. VA 22170 
A truly excellent Atari oriented 
magazine, supporting both 
8-bil and ST 

Atari Interface 

3487 Braeburn Circle 
Ann Arbor, Ml 4H108 
(313) 973-8825 
A magazine supporting both 
8-bit and ST. with input from 
Atari User Groups in the US. 
Canada and the UK. They also 
produce a monthly 8-bil disk 

New Atari User (PAGE 6) 

P.O. Box 54 

Stafford. ST 16 1DR 

England 

0785 213928 

A professionally produced 

magazine supporting both 

X b'il and ST, also large Pl> 

library for both machines and 

commercial software 

EXCEL (Robert Stuart) 

2 1 Stronsay Way 
Broo inlands 
Irvine, Strathclydc 
KAI 1 1HZ 
Scotland 

Disk based magazine and 
commere La I st > I t w; \ re 

This list U.HCLS originally pub 
tished by the US disk magazine 
ASM in July 1991 and updated 
by Stourbridge User Group 
whose address you will find in 
eluded above. Many thanks to 
them and to all who are still 
supporting the 8 bit. Long may 
it continue? 

Please keep us informed if you 
know of any amendments 





with orders over £10 

Yes a £9.95 Daiasoft game absolutely FREE when you 
spend over £10 with the Accessory Shop. Check out the 
offers on (his page and on the Accessory Shop pages 
inside and send or phone your order. If it comes to more 
than £10 (excluding postage) we 7/ enclose a copy of this 
Pacman type game absolutely FREE if you ask for 

*NOTE the game is on disk only and will only he sent to those who 
specifically request a copy with their order 



FULL DETAILS OF THE OFFERS AVAILABLE FROM THE ACCESSORY 
SHOP AND AN ORDER FORM ARE INCLUDED WITH EVERY ISSUE 



DISK ONLY 




The Infocom classic and the adventure game trial changed the Way 
all future adventures were written. The Great Underground Empire 
of Zork Is well documented by now and thousands of players have 
become addicts graduating to Inlocom s more difficult adventures. 
Zork I is the ideal introductory level adventure lor beginners or 
those with a little experience. If you have never ventured under- 
g round be Tare now is the time Id try , It's never been cheeper to 
expand your universe! Classic original Inlocrjm packaging! with 
excellent manual and a map. 



OUR SPECIAL 
OFFER PRICE 



£2 ! 



LOWEST EVER PRICE ROMS! 




KABOOM 



Challenge the Mad Bomber as he tries to bomb you out of 
sight. Can you catch his bombs and dowse them in time? 
Or would! you like to be the Mad Bomber and try to flatten 
one of your friends? Lots of excitement for one or two 
players in this addictive arcade gems that won swards for 
Best Audio and Visual Effects when it was first released. 
Simple yet addictive. 



ROM CARTRIDGE 



OUR PRICE £2.95 



RIVER RAID 



This best-selling, all out battle adventure from Activksion 
will have your palms sweating as you fly up river bombing 
enemy bridges, avoiding lethal choppers and hot air bal- 
loons. Can you survive far enough up river to discover its 
secret? Few can. Now this 1 or 2 player game can be 
yours at the lowest ever price. Bombs away! 



ROM CARTRIDGE 



OUR PRICE £3.95 



CHECK OUT 
THE ACCESSORY SHOP 
PAGES FOR MANY 
MORE BARGAINS! 



SUPER SPECIALS 



MAXWELLS DEMON 

Check out the review in Issue *9- Peui Flsan Sound this 
gimpte game to be quite addictive and at this price can 
you afford not to become addicted t tt's b different lype 
of game, more in the Tetris mould than an are-ada game. 
It sure makes you think and the price won't break you It 
you don't get fully hooked, 

DISK ONLY Recommended price £9 95 
SUPER SPECIAL JUST £1*99 

MR ROBOT & HIS ROBOT FACTORY 

One of thG most famous nf plstlorm games that has you 
Jumping over Are. running over breadmills and bombs, 
climbing ladders, sliding down poles and more wUh 
some great graphics. Master all 22 screens jf y au can 
and then create your own for neverendlng fun. This Is 
what platform games are all about. 

DISK R^etnmnended price 

ONLY WVSondhk 

SUPER SPECIAL JUST £1.99 

ZAXXON 

One pf I he all time c lassies lor trie Atatl, Z&XKOn set new 
standards when first Issued and was copied many 
times. Pilot your craft across the unique 3 dimensional 
OBttlef teld shooting enemy fuel Ta n k s , antt-aircrart tanks 
and missiles before launching off through space for the 
ultimate conflict wilh a mighty robot ■ Few have JOl this 
far ! Zaxxon. often copied, never bettered and NEVER at 
this incredibly low price! 

DISK Recommended price 

ONLY £9.95 on disk 

SUPER SPECIAL JUST £2,99 



ALL ITEMS MAY BE ORDERED WITH THE ORDER FORM ENCLOSED OR BY WRITING TO 
THE ACCESSORY SHOP, PAGE 6, P,0. BOX 54, STAFFORD, ST16 1 DR 
CREDIT CARD ORDERS MAY BE TELEPHONED TO 0785 213928 



